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Smash Files 
our monthly look at the fighters of Super 
Smash Bros. Brawl begins with Konami's 
superagent, Snake. 


Prime Directive 

We sit down with members of the Metroid 
Prime 3: Corruption team to get the inside 
scoop onthe gorgeous Wi ttle 


Field of Dreams 
Perhaps no game demos were more 
inspirational at ЕЗ than Wii Sports and Wil 
Music. We take a loser look at both. 


A Hero in Motion 

єз kicked loose a whole bunch of info 
about Twilight Princess. Get a fresh peek at 
the most anticipated game of the year. 


Despite all the Wil and DS chatter, news of 
the GameCube's demise has been highly 
exaggerated. 


All Wound Up 

Following the frenetic puzzler forthe GBA, 
Mario vs. Donkey Kong 2 brings more 
adorable antics to the Nintendo DS. 


Force of Nature 

Add a dash of dungeon crawler and a sprin- 
kle of multiplayer: Children of Mana is giv- 
ing the seriesa whole new flavor. 


Three's a Charm 

To celebrate its North American release, 
FINAL FANTASY Ill is undergoing a massive. 
renovation. We check in on the progress. 


Command Performance 
Sharpshooter Fox McCloud 
and his pals hop backin 
the cockpit fora 
quick spin around 
the DS universe 


Beating up Mat 
again, buh? there 
goes that exclusive 


Meta Knght game 
52 The Top25 Wii Want 
our Wil eager meter is blowing up. We try 7 
to organize our top titles into one tidy list. if only watching 
the nature channe! 
64 Cubism were this cool 


Umm, it looks like 
your earings are 
ready tobe picked. 


The heroic return of 
Fox “Don't call me 
Slippy” McCloud, 


memes Mage 


1 experience the adventure of a pirate's life 
i as you battle the undead, vicious cannibals 
i and monstrous creatures of the deep. 
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NEVER TRUST A PIRATE! 


Play as the notorious Jack Sparrow and 


E 
se". 
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Clash in epic ship- 
battles via multi 


Fight the undead in a battle 
for your soul. 


Use special pirate combo moves and Battle swarms of enemies in your 
superior agility to defeat enemies, quest for the Dead Man's Chest. 


Jom 


Р 
Play Тһе Game and Save Your Soul June 27th. piratésVideogame.com 


See The Movie July 7th. 
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TENCHU KEEPS A 
‘SECRET; ELITE 
AGENTS DROP A 
BEAT; KIRBY STANDS 
ALONE; POKEMON 
GOES UNDERGROUND; 

CAPCOM GETS INTO THE MIX; 
SPONGEBOB DINES OUT; YOSHI AND 
BABY MARIO REUNITE; ERAGON GETS 
HATCHED; MAGICAL VACATION GOES TO 
WORK; AND MORE 


DEPARTMENTS Hot ed ninja suits are 
alte impractical 

8 Pulse but oh so stylish. 
We reminisce about the exploits of Captain 
explore aside of Toad we've never seen 
before, and question our manhood. 

14 News 84 

Dude, why you 

You won't believe how many games are igs up in my ofl? 

popping up on the schedule. Plus, the Big. 

N's frontman gets a new gig. 


24 Previews 
Pokémon, SpongeBob, Kirby, and DBZ high- 
light our big collection of post-E3 previews. 14 
With a face like that, 


here's no wayhe’s 
innocent 


83 Reviews 


90 Community 
Envyis asin, but we'll forgive you for want: 
ing to swap places for a week 
with our ЕЗ contest winners. 


94 Playback 
We celebrate the 15-year anniversary of the 
Super Nintendo Entertainment System, and 
wax nostalgic about the most underrated 
games of its day. 


96 Contacts they don’t replace 
97 Next Month „ш my scarf with a noose. 


READ BETWIIN 
THE LINES 


If you were to ask people to name the 
hit of E3, most years you'd likely get a 
different answer from everyone you 
asked. Not so this year. Wii dominated. 
It wasn't supposed to go down that way, 
at least not according to industry pundits. PS3 was 
supposed to be the big deal, and Nintendo's Wii 
would be the interesting sideshow. But the lines 
told a very different tale- people waited for up to 
five hours just to get into the Wii demo area, com- 
pared to 20 minutes for a look at a PS3 demo. You 
do the math. In this month's issue, we show you 
why those showgoers were so enthralled by Wii. We 
list our early faves, explore the appeal of Wii 
Sports, walk you through the Wii demo of The Leg- 
end of Zelda: Twilight Princess, and reveal details 
about Metroid Prime 3: Corruption with a developer 
interview and exclusive screenshots. 

Wii may have hogged the spotlight at this year's 
ЕЗ, but the 05% showing was equally remarkable 
due to an unprecedented number of huge titles. 
This month we're focusing on Star Fox Command, 
FINAL FANTASY Ill, Children of Mana, and Mario vs. 
Donkey Kong 2: March of the Minis—all incredible 
additions to the DS library. But they're just a drop 
in the bucket if you consider the fall arrivals of The 
Legend of Zelda: Phantom Hourglass, Yoshi's Island 
2, Pokémon Mystery Dungeon: Blue Rescue Team, 
and Elite Beat Agents (and that's just a partial list of 
Nintendo titles). Third-party publishers will release 
another 70-plus DS games. Frankly, | can’t recall 
any platform in video game history having so many 
great games sandwiched into one season. Lucky us. 


Managing Editor. 


LETTERS. 


ROYAL TREATMENT 
With the announcement that 
Twilight Princess will beon 

both the GCN and Wi, need 
to know this: I'm planning on get 
tinga Wî, and I currently own a GCN, 
‘would there be any point to me getting 
the game for both systems? Would | 
benefit from any extra gameplay or. 
anything, or should I just get the Wi 
version? 

Ters. 
Oregon 


The two versions of Twilight Princess will 
be virtually identical in terms of content. 
The Wil version wil take advontoge ofthe 
system's unique солова of course, and 
support both wide-screen ond progressive 
scan disploys. Other than thot, there 
should? be any significant differences. 


DUBIOUS SUBTITLES 
Having DS titles that begin with D" and 
"S" is kinda cool. it brings out some orig 
inality. But lm worried about what hap- 
pens when we run out af good word 
combinations. How long until were play 
ing Grand Theft Auto: Driving over 
Squirrels and Duke Nukem: Dying of 
Syphilis? 
Johnny 
ма the Internet. 


or The Legend of Zelda: Didgeridoo of 
Solvation. Or Metal Gea Solid: Dangerous 
‘Stubble. Or Castlevania: Ditty of Sufering, 
Ot... OK, well stop now. 


BOOBTUBE 

Have any of you ever been on TV 

before, and if so, on what show? 
Deckmaster360 
via the internet 


As amatter of fact, NPS own Pete 
Michaud was supposedto play the 
lovechildof Stippy and Mallory ln the last 
sewon of Family Tes until producers 
nixed the idee ot the lot minute, 


MISSING CREATURES 

Ive been looking forward to the game 
Black & White Creatures, and following 
it closely in the magazine. noticed that. 
it's not on the Game Watch Forecast 


anymore. What's up with that? Was the 
same canceled? 


Jake l. 
via the Internet 


Sadly, It appears os if Block & White 
Creotwres has fallen off the rodar. While 
not ойу canceled, the game wos 
‘nowhere tobe seen ot this voor E3, ond 
Majesco epresentotives howe been unable: 
to give us an update on the title in quite 
some time. 


THE GAME MASTER 
1 noticed the ad for the DVD collection 
of The Super Mario Bros. Super show [in 
a recent issue] and | pan to go out and 
pickit up. Do you know if thereis alo a 
plan to release the Captain N series lon 
VDP? I remember that each week | 
couldn't wait to see new episodes of 
that show. Combining some of my 
favorite video game characters into a 
cartoon was probably one of the best 
ideas ever. 
uke 
vû the internet 


Perhaps, but a jive talking Mother Aron 
and simon Belmont dressed in o fight suit 
might qualify as some of the worst deos 
ever In олу cae, the fint two seasons of 
Captain N wil be released on DVD later 
this eor 


MOTION SICKNESS 

1 have an important question about the 
Wis motion-sensitive controller Wil it 
be used in every single game that 
comes out? Because my friend says 
Sonic will use it, and I can see me 
sucking horribly at it, which wouldn't be 
too much fun. 


Rebecca 
via the internet 


Although we expect the vast majority of 
Wil tiles to ийге the motion sensitive 
controler, we've ola seen one excep 
tion with Super Smash Bros. brawl. 
Nintendo has suggested that some mult 
plotiorm titles might use the classic-style 
controler os well. As for Sonic Wild Fire, it 
does use the stondard Wii remote, butit 
seems pretty типе, ond it was o heck 
of abot of fun at £3 


BAD MUSHROOM 
| was wondering if Toad hasa dark side. 
Maybe in his free time he makes 
weapons or something. 
y 
via the internet 


Not o chance. Toad is probably the gem 
test, most purehearted character in ol of 
video gomes. We doubt hed even know 
how to wield o weapon. 
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UNLEASH THE TRUE 
DRAGON WITHIN YOU! 


When Spyro, a young dragon. leaves his home in 
search of the truth about his past. he makes a shocking 


that lie within if he is to 


sus black dragon, Cynder! 


“8.5” 


— PLAY magazine 
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A NEW BEGINNING 


When Spyro, a young dragon, leaves his home in search of the truth about his past, he finds a shocking discovery-the fate of the 
world rests on his wings. In a race against time, Spyro must realize his destiny and unlock the explosive powers that lie within if he is 


to put an end to the mysterious black dragon, Cynder! 
Join Spyro on this epic quest of intense action, featuring the voice talents of Elijah Wood, David Spade and Gary Oldman. 


Playstation. 
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А NEW BEGINNING 


When Spyro, a young dragon, leaves his home in search of the truth about his past, he finds a shocking discovery-the fate of the 
world rests on his wings. In a race against time, Spyro must realize his destiny and unlock the explosive powers that lie within if he is 


to put an end to the mysterious black dragon, Cynder! 
Join Spyro on this epic quest of intense action, featuring the voice talents of Elijah Wood, David Spade and Gary Oldman. 
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When Spyro, a young dragon, leaves his home in search of the truth about his past, he finds a shocking discovery te fate of the 
world rests on his wings. In a race against time, Spyro must realize his destiny and unlock the explosive powers that lie within if he is 
to put an end to the mysterious black dragon, Cynder! 

Join Spyro on this epic quest of intense action, featuring the voice talents of Elijah Wood, David Spade and Gary Oldman. 
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SMASHING IDEAS 

After | saw ithe trailer for Super Sr 
Bros. Brawl) 1 spent the next day 
dreaming about what other characte 
same. What about a 
Beast Laguz like Mordecai from Fire 
Emblem: Path of Radiance? Or whi 
they gave Link the 


could bei 


yt" form of 
the wolf from Twilight 
Princess? And with 

the introduction of 

Solid Snake, it seems 
even more likely that 
Sonic and Soma Cruz 
[тот Castlevania] 

could join the roster. I 
love me some 
Melee, 


could be the greatest 
lighting game ever. 


Robertoruler. 
via the Internet 


ıt would be awesome if Skies of Arcadia 
characters made it into Super Smash 
Bros. Brawl. Ramirez would ha 
blade to match Roy's ire blade, and 
there could be a stage based oo the 
battle between the Delphinus and the 
atia 


Hydra, where cannons pose a pot 


threat to the combatants 
Wiliam.. 
via the Internet 


With Snake included, t hope this means 
that many third-party developers will be 
getting some of their all-stars into 5564 
such as Sonic the 
Chrono Trigger, and Geno from Super 
Mario RPG. 


Ryans. 
va the Internet 


Бе awesome [in SSBB} Sarge from Amy 
Men: Sarge's Heroes! You should run that 
by 


an idea fora character that would 


development team. 


Cody A 
Ма the internet 


umm. no. 


| think that the makers [of SSB8] should 
definitely include Isaac from Golden 


PLEASE WRITE US: 
pulseginintendopower.com 


Orva arrier pigeon a: 
Nintendo Power 

PO Box 97033 

Redmond, WA 98073-9733 


Sun. Heis an awesome character, and 


he would definitely fit into the 
“Nintendo clique." And hopefully by 

adding isaac (or Fel, Nintendo can get 
Gok 
ine Wii sequel! 


Sun's fans ready for an upcom 


Chanandaler 
via the Internet 


Now that Snake has been allowed in 
eg the door for third-party 
Б, characters iswide open. 50 
was thinking, what are the 
chances of certain charac 
being added to SSBB? I know 
ionic has a good chance, but ГА love 
1o see Kalas from Baten Kaitos. Or Lloyd 
from Tales of Symph 


a. Or the 
Gunstar Nerves! 


8 lieto make a su another 
new character in SSBB: Albert Wesker 
Seriously, he would bereally cool 
Subzero925 
via the internet 


Some people are complaining about 
third-party characters (such as Solid 
Snake) being in Super Smash Bros. 


Brawl. Personally, | don't саге, 


What do vou guy 


Nintdotom 
via the internet 
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Madden 4 


"This Thanksgiving we're having turduckachu'" 


we think those people need to lighten up. 
As most ofthe letters we've received on the 
subject point out, the inclusion of third: 
party chorocters in SSB could be the greot: 
Est thing since sliced bread. 


Is thereany chance that you could do a 
monthly se Super Smash 
Bros. Brawl is being made, much lite 


tion on ho 


you are doing with Twilight Princess? 
Supermarioluigi 
va the Internet 


White we don't have any pleas to do an 
inside Zeldo-style feature. we wll profile 
опе of 558% brawlers each month (sar 
ing with Solid Snake in this sue). aua be 
sure to check out the Smash Bros. Dajo ot 
smeshbros cem fer occssional insights 
hom the game's t Mosahiro 
Sokuroi 


| would ike to know which characters 
vou guys at Nintendo Power would like 
to see incorporated into Super Smash 
Bros. Brawl. 


LegendolGanon 
via the Internet 


As you might imogine, this hos 
been o topi of euch discus 
sion around the WP offices 


=‘ The chavocters ot the top of 


ош wishlist оге Captain 
A oinar, Sonic, Mega 
mon, Viewtitul joe, 
Simon Belmont. 
Rayman, Klonoa, ond 
Beak. 


Oh, ond fun Modden, 
of course. 


Pikachu 
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C'mon, Sega! Sonic Riders’ success Is. 
‘obviously attributable to the inclusion. 
Of NIGHTS as a playable character. 
Now get to work on NIGHTS for Wii! 
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>GAME BOY ADVANCE A number of oldies-but-goodies return tothe GBA sales chart this 
‘month as a result of their new Players’ Choice status. 
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Avirtual weather system and outer-space shootouts are among 
the highlights in Boktai sequel Lunar Knights. 


‘The Sun ic in Your Hand was the Sh. ing, 
title for the original Boktai on СВА, but the equivalent of the first game's 

in Konami's recently announced DS Sabata), or the gun-toting, sun-pow 
follow-up, Lunar Knights, youll beable ered Aaron (think Django). Elemental 
to get your mittson the sun, me moon, — Terranial helpers provide extra 


inar-affiliated Lucian (essentially 


power; 
thestars, the weather, and a whole lot each ane gives access to a unique 


more Burst Attack that takes advantage of 
While the top-down 2-Dvisual style, the DS's features in different ways, 

uncerlying vampiric themes, and Such asa frost attack hat requires you 

action-RPG gameplay of Boktai remain io blow into the mi 

intact, many other aspects have Another new addition to Luna 

Changed-perhapsmostimportandy  Knightsis the Casket Rocket-which 

theinclusion of a virtual weather sys- — youlluse tofly defeated bosses 

tem that appears on the DS's lop remains into deep space for purifica: 


screen and replaces the solar-powered tion via action-packed, arcade-style, 


sensor in Boktai. By paying attention  touch-screen-driven 3-0 shooter 
to the changing conditions, you can Scenes. With its innovative mix of 
utilize wind gusts to clear gaps, for gameplay elements, alongside fea 
‘example, and take advantage of rain- tures like anime cut-scenes (by Studio 
fall that fills holes and causes blocks to 4 Degrees) and promised multipla 
float. More importantly, the weather тое, Lunar Knights is shaping up to 


system indicates the time of day, help- be one of the most exciting 0: 
ing you decide which of the game's two on the horizon. Look for it before 
herbes to switch to-the sword-wield- — yearsend.—Cues Н. 


The top screen in Lunar Knights indicates the weather conditions and time of 
day. When the sun is out, you'll want to play as Aaron with his dual Solar 
Guns, but when it sets, creature of the night Lucian is your better bet. 


Lunar Knights’s sci-fi meets-Gothic themes are clearly evident in the Casket 
Rocket shooter sequences. When you're in the rocket, you'll drag the stylus to 
move, and tap the sereen to open fire. 


14 ooo rowa 


Phoenix Rising Again 


Appeal granted: Capcom's litigious series prepares en courtroom scenes and crime 


for a return to the DS courtroom in early 2007. val now have to break ines 


Psyche-Locis to make them reveal the 


Inhis first DS outing, defense attor Japan), Justice For All features the truth on the stand. The stakes are high: 
ney extraordinaire Phoenix Wright same brand of anime-inspired, graph- er as well; Phoenix will be penalized for 
ved his clients’ innocence, revealed ^ icamdtexbbaseddramaastheorig- following incorrect lines of questioning 


w and old—inciud- 


the guilty parties, and brought down anal While the game remains divided Стагу chai 
corrupt bureaucracy. Now he's getting ing psychic assistant Maya Fey and new 
set to do it again in the sequel, Phoenix prosecutor Franziska von Kai 
Wright: Ace Attorney Justice For All. Ал (daughter of Phoenix's form 


п of Phoenix's se 


er foe 
| when court resumes. 


willbe 
session in 01 2007. c Н. 


GBA game (which was released only 


Wo one would betowe T 
as 2 defense отеу 


Р dant carry ths, Meet prosecutor Franziska von 


Karma. Phoenix sullied her family 
name, and now she wants revenge. 


5 


Phoenix must ask the right questions — Anime-style visuals mesh with 
and present the right evidence to snappy dialogue to create the 
overcome witnesses’ defenses. Phoenix Wright series’ unique tone. 


CLASSIC CONFRONTATIONS 


Virtual Made Reality n 


What do a plumber, a hedgehog, and a head-banging caveman have in 
‘common? They were all playable on Wii's Virtual Console at E32006. 


Nearly a year after Nintendo presi- just as fun as their original releases, 
dent Satoru Iwata announced Wis and a responsive classic-style Wii con 
ability to play classic games, the troller-which resembled an SNES pad, 
Virtual Console finally appeared at Ез Ыш with dual analog sticks-completed 


2006. Five games, each originating the retio feel perfectly. While Hudson 
able soft (maker ol bones Adventure) com: 


from adifferent system, were р 


atthe show: Super Mario Bros. (NES), mitted to releasing a wide array of 
Super Mario World (SNES), Super Virtual Console games, other details 
Mario 64 (N64), Sonic the He remain scarce, Stay tuned; Nintendo 
(Sega GenesisandBonks Adventure will reveal more Virtual Console neus 
(TurboGrafe16), All five games were in the coming months, —Cwes Н, 


Em. 


The dassic-style (above) and 
Tapper-style (left; work in 
progress) controllers are perfectly 
Suited to Virtual Console games. 
Both may be utilized by brand-new 
Wii titles, not just retro games. 
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„| Mi 
"s Quest Yet 


Nintendo of America pres- 
ident Tatsumi Kimishima. 
has moved up toa sweet- 
er office. as chief excecu- 
tiveofficer and board 
chairman, and asked 
Reggie Fils-Aime to take 
on the position of NOA'S 
‘new prez and chief oper- 
ating officer. Considering 
a third exec promotion- 
Mike Fukuda as exec VP of 
| business development- 
Nintendo seems mobi- 
lized to launch into video 
вате overdrive. 


s on Nintendo's 


Big Season 
for DS Wi-Fi 


Amidst the blizzard of E3 
revelations, it's easy to 
lose sight of the flurry of 
Wi-Fi titles coming this 
fall. Those planned so far 
include Tenchu: Dark 
Secret, Star Fox 
Command, Clubhouse 
‘Games, mario vs. Donkey 
Kong2, and Custom Robo. 
Arena (all from Nintendo}; 
Tony Hawk's Downhill Jam 
(Activision); Contact. 
(Atlus); Panzer Tactics DS 
(CDV; Castlevania: 
Portraitof Ruin, Marvel. 
Trading CardGame, 
GoPets, and Winning 
Eleven Pro Evolution. 
Soccer 2007 (Konami). 


16 mo rowe 


100% ORGANIC 


| New Moon Risin’. 


Put away the pitchforks and shovels—Harvest Moon 
has some new, germ-free activities for you to enjoy. 


It looks like the good, hard-working folk of Harvest Moon 
are taking a ittle break from their daily duties-Natsume 
has announced Puzzle de Harvest Moon, a puzzle game 
featuring the characters from the venerable farming 
series, How you'll actually play the game is still pretty 
much unknown, but the game's makers say that, in keeping 
with the Farming mindset, your goal isto grow and harvest 
crops. The "Puzzle de" part ofthe ttle suggestsa Tetris 
Attack-style System -mit game's original title was Panel de. 
Pon in Japan. We do know that up to four players can play 
simultaneously, and that you hold the DS sideways àla 
Brain Age to play. You'l also unlock bonus minigames as 
's story mode. Снан S. 


You can keep track of your opponents’ progress on the upper 
screen (or in this case, side screen) while you manipulate 
the game board on the touch screen. 


you play through the g: 


SHOT MADE ROUND THE WORLD 


me os debut of Konami's Winning Eleven soccer series takes the game 
global with Nintendo Wi-Fi Connection-enabled matches. 


entire field, and touch-screen func 
tionality to single out individual play- 
ers, potentially making the athletes 
that you touch with your stylus more 
aggressive. While console versions of 
Winning Eleven Pro Evolution Soccer 
2007 are adcing complexity, Konami 
has opted to simplify the DS version 
for series newcomers. With World Cup 
fever spreading, the ате is sure to 
bring many new players to video 
game soccer. Dno iy 


- — 
Hunting Trophies 


‘Samus Aran and the rest of the Metroid prime Hunters are set tobe 
frozen in time for a line of statues from First 4 Figures. 


First it was Link and Zelda. Now 
Samus gets her turn at immortalization 
in plastic witha series of statues and 
dioramas from First a Figures. The 
company has announced a three-year 
deal with Nintendo to develop high-end Р Connection hit are expected to be 
action figures depicting characters available in the $200 range. For more 
luding details, visit wwewfirstdfigures com. 
Groves. 


For 11 years, Winning Eleven has 
been a soccer force to be reckoned 
with, thanks to detailed graphics, real 
istic A behavior, and tight play con 
trol. For its 2007 edition, the series 
thatwas originally called Goal Storm 
hit the DS and goes worldwide with 
matches between na 
made playable via Nintendo Wi-Fi 
Connection. The game uses the hand: 
heids dual screens to show both a 
closeup of the action and a view of the 


jonal teams 


Three views of the pitch and the 
players give you all the info you 
need to plan your next move. 


Will measure nine inches to a foot, and 
will be available at prices ranging 

from $85 to $120. Dioramas 
battles lite the ones that ha 
Metroid Prime Hunters a Nintendo Wi 


from the Metroid universe 
Samus in her Varia Sui, Light and Dark 
Samus, and all of the combatants from. 
Metroid Prime Hunters. Individual 

| statues, available in the late summer, 


From molten lava to plastic— Spire is 
part of the Metroid Prime Hunters 
statue line. Á 


so many Wil games In the Works that we had a tough time choosing 


esting on its lau 
» will ship she million systems 


2007, plus expects that 17 million 
il you've waited for: the Wii 


Wii games will sell in that period. 
will not exceed $250 in the U.S.! Okay. it’s the final pr 
won't have to work two jobs and sell your blood to afford Nintendo: 
| ments! The action-RPG Marvelstiltimate Alliance will bring foe Galactus into Wii space, along with 20-plus 
able heroes like Ubisoft will soon make it den season on Wii with a game based 
on the bear-and-buck flick. The movie's due in the fall: no word on when the game will hit. ... Buena Vista hasa tic- 

in with Disney's Meet the Robinsons, based on the animated sci-fi film tha Many more games sur 

faced at E3, though none that follow have been pinned down for North America: Few E3 demos had us chomping 
at the bit more than Namco Bandai'sFinal Furlong, which lets players urg ound a track by using the 

Wii's remote and nunchuk like reins and a whip. , .. The same publisher has a host of games in the works for Wii, 
including Mobile Suit Gundam, SD Gundam G Breaker. Digimon. One Piece Unlimited Adventure, and Tamagotchi, | 
plusa new action game, a new RPG, and the mysterious “Title TBD”... Many more publishers and developers 
have announced secret TBD titles that are well under way, so expect future waves of Wiigames from this group of 
companies: Banpresto, D3PA, Eidos, Epoch, mSoftware, The Game Factory, Genki, Jaleco, Koei, Mastiff, 
Milestone, MTO, Tomy, Vivendi Games, and Warner Bros. Interactive Ent Taitos Wii 
games are not, though aside froma game in its COOKIE MAMA series, we're thoroughly 


nt, but now you know that you 


‘onsole. . On to gameannounce- 


opensin ‘07. 


aracehorse a 


baffled by titles like Turn it Around! and Let's Go by Train! (we'll obey gladly on 2 
| Wii, of course). . .. Sports fits the motion controlled console hand in glove, as 
already seen in Nintendo's Wii Sports and EAS Madden, and more are coming, 5, 


and super Swing Golf PANGYA [rom Tecmo.... Majesco may not have gotten the Wii- 
name memo yet; it's got Busta Move Revolution ready to bring puzzle icons Bub and 

| Bob to Wiiin early ‘07..... Japanese publisher Spike will be the first to bring our flash 
lighi-clutehing nightmares to life in the survival-horror game WEONES Spike's also 
gota Wii game titled JaWalin the works. Sw 


\ 


№ 4 


| including а boxing: action game from AQ Interactive, a socter game from Konami, N 
— 
" 
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DON'T-MISS DATE 


Busy Fall for 
Nintendo 


The summertime 


drought of games will 
soon be over 


Gamers hate July, since 
releases dry up. Relief is on. 
the way, however, now that 
Nintendo's revealed the 
plans for many DS, GCN, 
‘and GBA titles on the way— 
and stay tuned for Wii 
release dates! 


8-21 
= Tenchu: Dark Secret (DS) 


8-28 
+ Star Fox Command (DS) 


9-18 

* Pokémon Mystery 
Dungeon: Blue Rescue. 
Team (05) 

* Pokémon Mystery 
Dungeon: Red Rescue 
Team (GBA) 


9-25 

= Baten Kaitos Origins. 
(cen) 

+мапоуз. Donkey Kong2: 
March of the Minis (DS) 


10-9 
* Super Paper Mario (GCN) 
* Clubhouse Games (DS) 


10-30 


= Children of Mana (DS) 


More This Fall, 
Dates TBD 

* The Legend of Zelda: 
Twilight Princess (Wii, 
GCN) 

* Custom Robo Arena (DS) 

«Elite Beat Agents (05) 

"DK Bongo Blast (GCN) 

* The Legend of Zelda: 
Phantom Hourglass (05) 

+ Magical Vacation (DS) 

* Voshi's Island 2 (DS) 

* Hotel Dusk: Room 215 
(05) 


NEWS FROM JAPAN! 


Pokémon Diamond & Pokémon Pearl 

This fal, Japanese gamers will walk Sun ou. the realm of Pokémon 
Diamond and Pokémon Pear. Nintendo suggests that the frst name means 
imate hardness" and the second represents the "ultimate circular 
Shape," so the two versions are meant to comprise the ultimate Pokémon 
RPG. As for how they deliver the goods (new Pokémon, fresh villainy, and 
DS-oriented gameplay) the world must wait a litle longer: For now, witness 
the first steps taken in Shin on Worry not: The games will allow players 10 
bringin Kantoand Hoenn Pokémon caught inthe GBA RPG. Su G 


Tingle’s Rose-Colored Rupee Land 


‘Say what? The itle of Tingle's 
RPG loses a little in translation, 
but it hits the game's concept 
square onthe head. Set long. 
before Zelda's infamous side 
character sold his first map to 
Link for Rupees, the game drops 
in on Tingle just before he first 
dons his fake-fairy suit. He starts 
the RPG as an average-Joe 35: 
year-old bachelor living in a hum: 
ble house. But soonthe Master of 
Rupees appears in a dream and 
reveals that Tingle can enter the 
paradise of Rupee Land if есап 
rove himself worthy by amass- 


Sparkly RPGs Surface 


inga fortune. its a weird RPG Screens for the Tingle RPG show Gameplay revolves around col 
setup, butane that’s just right for a highly stylized universe et — lecting Rupees, plus buying and 
on oddity ike Tingle. Nolapanese towers on both OS screens, plusa selling stuft. And though details 
release date has yet been set for  Rupee-tracking counter that are scarce, we're told that game 
the offbeat game. SG shows off Tingle's fortune. will feature crazy battles too. 


Wii Ideas for Crossing 
a 


When Nintendo president Satoru short of saying the game was 
Iwata revealed WiiConnect24 during а sure thing Не noted that 

the pre-£3 briefing, he used Animal motion control would be natural 
Crossing as an example of how the for handling tools like the shovel 


Wis 24/7 Wi-Fi connection could keep and net, and also said that 
games fresh, allowing visitorsto enter — Nintendo is thinking about letting 


your town and leave giftseven when people send e-mail from their reallife 
you're not playing. It wasjusta hypo: accounts into AC towns. (Mindblowert) 
thetical, but it mado а strong sta No doubt that whatever may be inthe 
ment about the future of AC. Series works, i stoke AC fandom like never 
producer Katsuya Eguchiexplored before. Stb 6. 


mote ideas at ЕЗ, though also stopped 


чы 


St 


Will Pete, the postman in the last 
two AC games, have to work over- 
time on Wii? 


Suda Secrets 


МЕЗ, we sat down with Goichi Suda (better known as Sudasl), the pres- 
ident of Grasshopper Manufacture, to talk about his company's upcoming 


os game Contact and his thoughts on Wii. 


Nintendo Power: What would you like us o take 
away knowing about Contact? 


Goichi Suda: We want you to see that Contact isa 
new kind of game that uses two screens simultane: 
ously to show you different sides of the game. We 

want you to see the gap between wars going on in 
the background and what's going on in the for 
front: to give vou а more interactive connection to 
the story. I's evervd staking (toa 

new level; t's more extreme. You run into this alter 
пае world. Our aimis to mahe a new type of RPG. 


NP: Could you explain a ttle bit what the title of 
the game means? 


GS You, the player, are contacting the characters. 
inside this virtual world. You actually havea role in 
the game, and you're interacting with Terry and the 
professor. So that's the inspiration forthe name 
Contact. Also, because of the Wi-Fi connection fea 
‘other people around 
the world using this game. Is this type of concept 
really strange to you as a US gamer? 


tures, we want you to conta 


NP: Actually, по, Coming from Goichi Suda, after 
seeing Killer 7. we were expecting something really 
crazy and out there. And this seems surprisingly 
normal. [Laughs] 


cs: You might think it's not as crazy because it's 
mostly director] Akira Ueda’s work. After working, 
‘on established properties ike Shining Soul Il, we 
‘wanted to let him do an original title. You're proba- 
to my craziness in Killer 7 because that 
was my work. But this time, I didn't pull Mr, Ueda 
too much to do something crazy. R's more МГ. 
Ueda'staste. If had made it, it would have been 


bly refe 


called Killer Contact. Laughs] People who make 
crazy games are normal in real life, But people who 
make “normal” games like Contact are crazy in real 
life. [Laughs] So Mr. Ueda is a very crazy person. 


(Laughs 


NP: was wondering if we could get your thoughts 
оп Wii and whether Grasshopper has any plans for 
the console 


GS: The market right now s very stagnant because 
ol alackof creativity. But with the DS and its new 
style of control, we're expecting a lot more creative 
titles that will spark the industry. And Wii has that 
same potential and we're very excited about that. 
Do you want me to tell you a secret? 


NP: Of course! 


GS: We're actually working on a Wiititlein collabo- 
ration with Spike. It was supposed to be here at the 
show, but things didn't work out. And no, it's not 
Necro-Nesia! [Laughs] Hopefully we'll be able to 
talk more about it soon. It will be a very cool title. 
[Laughs] What is your response to Wil? What Kind of 
thi 


do you expect? 


ир: was skeptical at first. But after playing the 
games, think the ones that use it in ways that 
mahe sense are amazing. develope igure out a 
way to implement the unique control to actually 
improve the gameplay instead of just doing some- 
thing for the sake of being different, we'll see some 
ray peat st 


вест not arich guy so want a console that сап 
actually own. [Laughs] This ЕЗ а very hard one for 
developers because we're wondering which plat 
orm we should go fot If you go with WÎ, you can't 


te the same game for PS2. Wii s so different. 
There's no more multiplatform likeit used to be 
where you could create a game forall three plat 
forms at once, Someone like EA might be able todo 
it because they have money. Dut Japanese develop 
ers have no money. [Laughs] Here's surprise num- 
ber two: we'l be making a Contact 2 for... um, a 
Nintendo platform to be announced. Laughs] in 
January, Mr. Ueda setup his own independent com 
pany called Audio. Hewillcontinueto work on 
Contact 2 under that brand. would like the 
American audience to keep an eye on this new stu- 
dio, as well as Grasshopper. 


Жї) MAX OUT YOUR METROID BODY COUNT 


jovt 


JUMP FOR 
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SPECIAL OFFER 


MY NINTENDO MEMBERS ONLY 
What's better than the all-new Nintendo 
Power? Getting it for free. Register 
three products in your My Nintendo 
account and get three free issues of 
Nintendo Power! We're convinced you'll 
love Power's new look and approach to 
gaming. After the trial period, nab a 
year's subscription of the best informa- 
tion on Nintendo for only $12 U.S. That's 
$1an issue! You can't beat that! If you're 
not a My Nintendo member, go to 
www.mynintendo.com to sign up. 


GET YOUR PRODUCTS REGISTERED 
AND GET YOUR FREE POWER TODAY! 


to te ral geen ter gad ve ges st 
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SOLID SNAKE 


FIRST GAME APPEARANCE: 
Metal Gear - NES (1988), MSX (1987) 


KNOWN FOR: 
Destroying nuclear-equipped bipedal tanks, Bing short questions 


BIOGRAPHY: 

The enigmaticSolid Snake has earned his reputation as one of the world 
greatest soldiers by bringing down térmoris! celis nearly single-handedly and 
averting nuclear disaster on multiple occasions. Snake is a master of martial 
arts and a qualified expert at using most firearms and explosive devices, 
Speaks six languages, and boasts an Oe 180. Believe it or not, Super Smash 
Bros. Brawl for Wil isn't Snake's first fighting: game foray; he also appeared 
inthe Japanese-only release Dfeam Mix TV World Fighters on GCN. 


Avatar: The Last Airbender Elite Beat Agents Steel Horizon 
Battle B-Daman Pg. 2: Eragon Tenchu: Dark Secret. 
Capcom Classics Mini Mix Kirby: Squeak Squad Yoshi's Island 2 Pg. 
Chibi-Robo: Park Patrol. Magical Vacation 

Deep Labyrinth Pokémon Mystery Dungeon 

Dragon Ball 2: Budokai SpongeBob SquarePants: The 

Tenkaiichi2 Creature fromthe Krusty Krab) 


Dark Little 
Secret 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPER: FROMSOFTWARE 
LEASE: AUGUST 21, 2006 


These days, stealth gaming isn’t exactly 
an original idea; but when Tenchu: Stealth 
Assassins debuted on Sony PlayStation in 1998, it 
was. The Tenchu franchise has seen some stellar 
releases over the years, and though popular fran- 
chises such as Metal Gear Solid and Splinter Cell 
have since snuck onto the stealth scene, Tenchu 
still has much to offer with its unique storyline 
and engrossing gameplay Now the venerable 
series is coming to DS for the first time with 
Tenchu: Dark Secret, а game that aims to live up 
to its predecessors and offer elements entirely 
new to the stealth genre. 

Dark Secret brings back the original stealth 
assassins, Ayameand Rikimaru, for an all-new 
mission-hased adventure set just after the events 
of Tenchu 2: Birth of the Stealth Assassins. The 
duo is charged with protecting an injured princess 
named Shizu, who is being safeguarded ina 
remote village after suffering an attack from a 
mysterious clan of ninjas. The twist is that Shizu 
is married to an evil warlord (and enemy of the 
stealth assassins), Kagemasa Hakkaku. To fulfil 
their duty to the princess, Ayame and Rikimaru 
must disrupt the ninjas by sneaking through more 
than 40 missions and picking off enemies one by 
оле. Dark Secret gives you a top-down view as you 
navigate through each level with either hero, 
using a persistent map (displayed on the lower 
screen) to note enemy locations. 

The trick tosuccess in Dark Secret is to out 
smart your enemy by using the game's many 
items, Lay a deadly trap for a foe to stumble 
upon, distract an adversary with food, only to 
perform a stealth КИ! with your sword while he's 
munching- these are just a couple of examples. To 
make things more interesting, the game allows 
you to craft your own items and weapons, then 
buy, sell, or trade them with friends or strangers 
‘ver Nintendo Wi-Fi Connection. You can use your 
custom creations outside the game's single-player 
campaign to engage fellow stealth assassins in 
Dark Secret's wireless multiplayer battles. 
There's still much to be discovered within 
Tenchu's 05 premiere, but rest assured-the game 
isfullof surprises, and it's looking like another 
solid entry ina proven franchise. N М. 
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Government 
Groove 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPERINIS * RELEASE: Q4 2006 


When life gets out of sync, men in black 
Derek, Morris, and J come calling in Nintendo's 
Elite Beat Agents. The fast-moving and perpetual 
Iy surprising rhythm game tells a story of small 
troubles and their groove solutions. As events 
unfold on the top screen in comic-book panels, the 
impeccably dressed trio moves to a popular tune 
(“Walkie Talkie Man” and "Highway Star" were the 
selections in the game's ЕЗ demo) and throws о 
tap-and-drag challenges. The tighter your timing 
while meeting those challenges, the faster you'll 
fill the Groove-o-Meter and work toward a positive 
outcome. During instrumental breaks, the agents 
pass judgment on your performance. M you've 
done well, the story will hit a high note. If not, it 
will progress, but it may veer in an odd direction. 
As the music rocks your DS, hit markers, phrase 
markers, and spin markers pop upin time with the 
beat. While you touch the markers in sequence, 
you will either get into a groove or fall apart com. 
pletely. Its a rare game in which success and fail- 
satisfying. Gtoaar 5. 


A dose-up view of 
Kirby's stomach and 
power-up opportunities 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPER: HAL LABORATORY + RELEASE: TBO 


A roving band of whiskered rascals is trolling 
for treasurein Kirby's upcoming DS epic, and the 
resilient hero has something to say about it. While 
chasingafter the mousy villains of the Squeak 
Squad, Kirby consumes creatures to clear them away 
and to copy their abilities (as usual), He also collects 
items that refil his energy, and new bubble-bound 
power-ups that drop into his belly (the DS touch 
screen) and stay there until you activate them. The 
power-ups are abilities (like those ofthe creatures 
that the little guy gulps) and energizing food items. 
By double-tapping an item, you can activate It. You, 
canalso combine two abilities by dragging one into 
the other with your stylus to make an all-new ability. 
It pays to save powers for special circumstances-as 
some allow you to transform your surroundings: 
Burn or cut brush to expose items or exits, or caw 
through dirt and tunnel your way to treasure. 

The game advances through lush green areas, 
caves, castle interiors, and many other beautifully 
rendered locations, and Kirby takes on a huge collec 
tion of creatures, including the aforementioned 
band of mice. We'll have more on Kirby's latest and 
on his new nemeses in an upcoming issue. 

боо 5. 


Dungeons & 
Dragonite 


DS, GBA + PubLishce- NINTENDO 
stn: CHUNSOFT = RELEASE: SEPTIMBER 2006 


In many ways, mystery Dungeon is an entire- 
ly new Pokémon experience, and for hard-core 
Pokémaniacs И might be a little disorienting at 
first. You wake ир опе morning in a strange world 
inhabited entirely by Pokémon, and find that you 
yourself have been transformed into a Pokémon. 
Actually, youre a human trapped inside a 
Pokémoris body (which Pokémon youll inhabit is 
determined by your answers to a series of profile 
questions at the beginning of the game). 

As a Pokémon, you can understand the 
language of ай Pokémon, and they can 
understand you. 

This Pokémon world is going through a 
bit of turmoil~the Pokémon have been 
tormented by natural disasters such as 
earthquakes and violent storms. You're 
soon thrust into the role of a rescue 
team leader, and the requests for aid 
start pouringin, witha band of 
Pokémon you've recruited, you must 
explore perilous areas and perform a 
variety of objectives, ай while trying to 
learn how you became a Pokémon in the 
first place. 

The Pokémon filed dungeons intro- 
ducea style of gameplay new to the 
series. You guide your party around 
the area via atop-down view, engaging 
enemies, finding tems, and progressing 
deeper and deeper by discovering stair 
cases. Exploration and combat areall 
turn-based-when you make a move. 
all of our party members make a move, 
then all of the enemy Pokémon make 
a move. You can control your Pokémoris move- 
ments via preset tactics, such as telling them to 
stay dose or to attack the closest enemy. And as 
they grow stronger, they will earn more and more 
specific strategies. 

But certain aspects are just like those in tradi 
tional Pokémon adventures, For example, you still 
eam experience and gain levels, and you learn new 
moves accordingly. You can also have only a maxi: 
топо! four Pokémon in our party at one time. 
Like other Pokémon games, there will be tuo ver 
опо! Pokémon Mystery Dungeon. But there's a 
twist-the Blue Rescue Team version wili be exclu: 
sive to DS, while the Red Rescue Team version will 
come outon GBA. The two versions will be able to 
communicate with each other in a variety of ways. 
Much, much more willbe revealed about this game 
in the coming months, but for now much of 
Mystery Dungeonis, indeed, a mystery. dus 
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Government 
Groove 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPERINIS * RELEASE: Q4 2006 


When life gets out of sync, men in black 
Derek, Morris, and J come calling in Nintendo's 
Elite Beat Agents. The fast-moving and perpetual 
Iy surprising rhythm game tells a story of small 
troubles and their groove solutions. As events 
unfold on the top screen in comic-book panels, the 
impeccably dressed trio moves to a popular tune 
(“Walkie Talkie Man” and "Highway Star" were the 
selections in the game's ЕЗ demo) and throws о 
tap-and-drag challenges. The tighter your timing 
while meeting those challenges, the faster you'll 
fill the Groove-o-Meter and work toward a positive 
outcome. During instrumental breaks, the agents 
pass judgment on your performance. M you've 
done well, the story will hit a high note. If not, it 
will progress, but it may veer in an odd direction. 
As the music rocks your DS, hit markers, phrase 
markers, and spin markers pop upin time with the 
beat. While you touch the markers in sequence, 
you will either get into a groove or fall apart com. 
pletely. Its a rare game in which success and fail- 
satisfying. Gtoaar 5. 


A dose-up view of 
Kirby's stomach and 
power-up opportunities 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPER: HAL LABORATORY + RELEASE: TBO 


A roving band of whiskered rascals is trolling 
for treasurein Kirby's upcoming DS epic, and the 
resilient hero has something to say about it. While 
chasingafter the mousy villains of the Squeak 
Squad, Kirby consumes creatures to clear them away 
and to copy their abilities (as usual), He also collects 
items that refil his energy, and new bubble-bound 
power-ups that drop into his belly (the DS touch 
screen) and stay there until you activate them. The 
power-ups are abilities (like those ofthe creatures 
that the little guy gulps) and energizing food items. 
By double-tapping an item, you can activate It. You, 
canalso combine two abilities by dragging one into 
the other with your stylus to make an all-new ability. 
It pays to save powers for special circumstances-as 
some allow you to transform your surroundings: 
Burn or cut brush to expose items or exits, or caw 
through dirt and tunnel your way to treasure. 

The game advances through lush green areas, 
caves, castle interiors, and many other beautifully 
rendered locations, and Kirby takes on a huge collec 
tion of creatures, including the aforementioned 
band of mice. We'll have more on Kirby's latest and 
on his new nemeses in an upcoming issue. 

боо 5. 


Mixing It Up 


PLATFORM GBA - PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM * RELEASE: АШ 2006 


Capcom has popped the cork onits 
massive catalog of classic games, and the vintage 
contents have begun trickling onto GBA in 
Capcom Classics ini Mix. The budget priced 
compilation contains three complete NES titles: 
Bionic Commando, Strider, and Mighty Final 
Fight. Unlike virtually every other game of its era, 
Bionic Commando rejected the jump ability in lieu 
of a grappling hook, which gave birth to a breed 
of action that's rarely been duplicated since, 
Strider, meanwhile, featured loads of exploration, 
абмі ей plot that spans the globe, and RPG- 
like character growth in a completely different 
game from its more-widely recognized arcade 
counterpart. Similarly, Mighty Final Fight provid 
ed.acartoony, comical tate on its classic arcade 
roots, as Mike Haggar, Cody, and Guy took to the 
streets of Metro CIty to pound punks and rescue 
Haggar's daughter, Judging by our experience 
with Mini Mix, Capcom seems to have ported ай 
three games flawlessly, and they're playable in 
both ther original aspect ratio and widescreen 
format. Now if capcom would oniy reobtain the 
rights to DuckTales and Rescue Rangers and port 
them to GBA as well... Cos H. 
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LEVEL EXP 018/027 


mu The 8-Daman are primed 
Hev, let's B-Dabattle now! for marble shooting. 


| What are vou waiting forꝰ 


PLATFORM: GBA * PUBLISHER: ATLUS 
DEVELOPER: TAKARA * RELEASE: JULY 2006 


What Beyblade did for spinning tops, 
Battle B-Daman does for marbles- really big mar- 
bles that blast forth from robotlike B-Damans. 
Welcome to Cowtoon, where the locals fight first 
and answers questions later. Cowtoon is the start- 
с = ing point for а cartoon-inspired adventure. As 
тан), Yamato, a young boy found among the wild cats, 
Ё ч you strive to fulfil your destiny as a top B-Daman 
| uelistand learn about your mysterious past 
along the way. 
Matches take place on rectangular fields with a 
B-Daman at each end. You slide and rotate your 
weapon, load it with regenerating €-Daballs, and 
knock the energy out of your opponent's device. 
Victory earns you B-Daman parts for your signa- 
ture Cobalt Blade (or cash, which you can use to 
buy parts). By customizing the blade, you add 
speed, defense, and special attacks, such as the 
slashing Lion Claw and the Banishing Fire, to 
make it even more powerful. 
The game's story unfolds in cut-scenes. You 
select destinations and opponents from menus. 
As you advance, foes become stronger and new 
games, such as Battle Hockey, become available. 
When all is said and all B-Daballs are fired, you 
will rule the B-Daworld. —Gtonst 5. 


г Dream of 
Plankton 


PLATFORM: GCN, Wi = PUBLISHER: THQ 
DEVELOPER: BLITZ GAMES * RELEASE: FALL 2006 


The developers of the latest spongebob 
SquarePants game wanted to do something differ- 
‘ent with the absorbent hero's latest title, and the. 
result is an adventure featuring multiple playable 
characters, numerous game mechanics, and varied 
art styles set within a surreal dreamscape. 
Whether you're flying through the Giant Alaskan 
Bullworm with SpongeBob, engaging in platform 
action with Patrick's Starfish Man superhero per- 
sona, or smashing everything in sight as a giant- 
sized Plankton in a kitschy B-movie, there's no lack 
of variety. Although the content of the GCN and Wii 
versions of the game is the same, on Wii you'll uti- 
lize the controller in a variety of ways: Hold it like a 
flight stick for flying, use it as a steering wheel for 
driving, and even turnit sideways to use it like a 
classic NES pad ina 2.5-D chase level. cis H. 


Dino Riders 


LATFORM: DS · PUBLISHER: NINTENDO 
DEVELOPER: ARTOON * RELEASE: Q4 2006 


At this year's ЕЗ, ıt was more apparenttnan 
ever that the once-mighty platformer is now an 
endangered species. Whereas five years ago you 
would have seen a high-profile entry in the genre 
from almost every major publisher, at this year's 
expo they were few and far between. Fortunately, 
Nintendo is doing its best to preserve the plat 
former with titles like Yoshi's Island 2. A sequel to 
‘one of Mario's most underrated adventures, this bs 
Side-scroller shows incredible promise. Developer 
Artoon may have been responsible for a number of 
intriguing titles that ultimately failed to live up to 
their potential (Bling, Yoshi Topsy Turvy), but wit 
Yoshi's Island 2,it seems the team has finally hit its 
stride. The game boasts a charming hand-drawn 
visual style similar to its predecessors, and com- 
pelling gameplay that (judging by the demo, at 
least) lives up to the series’ lofty standards. Baby 
Mario isn't the only one mounting the game's titu- 
lar dinosaur this time around; baby Peach and 
baby Donkey Kong get in on the action, as well. You 
can switch between the infants at certain check 
points, and each rider bestows Yoshi with different 
abilities allowing the game to throw a nice mix of 
platforming challenges your way. And much like 
New Super Mario Bros., each stage is packed with 
enough secrets to test the mettle of even platform- 
ingfossils like myself. пем: T. 


Fightin’ 
ords 


PLATIORN: Wii * PUBLISHER: ATARI 
DEVELOPER: Namco BANDAI/ SPIKE + RELEASE: TBD 


The Wii's first fighting game intends on 
topping even cosplay conventions as the ultimate 
proving ground for DBZ superfans. Japanese 
developer Spike, known for its wrestling series 
King of Colosseum and Fire Pro Wrestling, is work- 
ing on the follow-up to ‘05's Dragon Ball Z: 
Budokai Tenkaichi, widely considered the best DBZ 
fighter yet made. That title didn't touch down on 
Nintendo's console, but for the sequel, Spike is 
bringing the physical action of Dragon Ball's most 
powerful, most kinetic moves-like the signature 
Kamehameha attack-to а new level of interactivi 
thanks to Wil, 

Many of DBZ's basic fighting and flying moves 
are mapped to the buttons on the Wii remote and 
munchuk, plus they require jabbing slightly for- 
Ward and to the sides with both motion-sensitive 
controllers It was a lot of funin the ЕЗ demo, and 
t's in the ballpark of what you'd expect from Wii's 
first true fighting game, But whatisn't so expected 
is how far Spike really plans to take the physical 
action required to pull off supermoves, according 
to the series’ producer Ryo Mito at Namco Bandai. 
To unleash the Kamehameha, for instance, as seen 
inthe screenshots and photos to the right, you 
must pull the trigger buttons on both the remote 
and nunchuk, twist your arms sideways, and shove 
straight outward, Only one supermove was at E3, 
but Mito says that Spike plans to put as many as it 
can in the final game. imagine holding both hands. 
over your head to charge up a fireball, then punch- 
ing your fists at the TV to release a blast; or touch- 
ing your finger (with remote in hand) to your tem 
ple to charge ир а different kind of blast. It's a Wii 
concept that rivals WarioWare: Smooth Moves for 
sheer madness, but every DBZ fan worth his salt 
has acted out his fave character's feats a million 
times. Wii will let you live your DBZ fantasies in a 
more satisfying way-but be sure to avoid that 
antique lamp in the living room! ~STevEN 6. 


Tocharge up bar 
Kamehameha attack, 
producer Ryo Mito 
shows off how you'll 
twist both controllers 
sideways 


then strike your hands straight out to unleash the kind of 
blast that 087 fans dream about being able to do in real life. 
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Giant Battles 


и: DS + PUBLISHER: NINTENDO 
Browni BROWN * RELEASE: FALL 2006 


No matter how deep iscombat system 
is a superb tum-based RPG must have battles 
with the kind of visual sizzle that keeps on siz- 
ang through thousands of battles. After playing 
the ist few hours of Magical Vacation (still the 
temporary title), сал vouch for both. t's gota 
great battle system served with loads of deli- 
cious eye candy. 

The plots atit Potterat the beginning, then 
Bues into rare territory for fantasy, taking the 
students ofa magicschool around the cosmos оп 
aquest to rescue a teacher. There's the hero (or 
heroine; your choice), who specializes in diamet: 
ricallyopposedlight or dark magic, plus his five 
friends, who specialize in water, fire, wood, wind, 
and earth тарс, all part of a circular hee 

ent pecking order (that last one, earth, trumps 
water). Your attacks areof acertain element, as 
are your foes’ defenses, so you'nave to keep the 
elements in mind atali times Welles keep an 
eye onthe orbits of five elemental planets, and 
whether ИЗ day or night. tall affectsthe 
strength of attacks and defense. That's a lot of 
fun, fast paced componentsto keep tabs on. As 
for how the system is served up visually check 
ой our screenshots to savor the double-tall 
splendor of blazing effects, epic standoffs, eerie 
locations, and gargantuan bosses. STEVEN б. 


ABoy and 
His Dragon 


LORI: GBA, DS - FUDLSHER: VIVENDI GAMES 
DEVELOPER: AMAZE ENTERTAINMENT 
RELEASE: NOVEMBER 2006 


Call it a Lord of the Rings for anew gen: 
eration: The Eragon book series has been flying off 
the shelves for the better part of three years, and 
пом the best seller is being turned into a massive 
motion picture, as well as a line of video games. 
The eponymous hero of the novel discovers what 
he thinks to de a blue stone in the forest near his 
village. But when the "stone" hatches into a drag: 
on, Eragon's life changes forever~now he's on the 
‘run from an evil king and his minions, guided by 
destiny toward greatness. Both the GBA and DS 
versions feature extensive stories and character 
development, and the gameplay of the two iscom- 
pletely different. The GBA version is а turn-based 
RPG featuring an intriguing melee system- you 
‘string together button combos to pull off special 
‘maneuvers. The DS version features а 3-0 environ- 
ment, with real-time action and touch-screen 
sspell-casting. can 5. 


All Hands 
on Deck 


LATTORM: DS « PUBLISHER: KONAMI 
VELOPCR: Симах RELEASE: FALL 2006 


Konami's Steel Horizon (developed by UK- 
based Climax) allows armchair admirals torule 
the seas with a unique mix of turn-based and real- 
time strategy, As commander of the United States 
navy during World War Il, you'll position your fleet 
and formulate a plan of attack on the overhead 
campaign map. Then, once you've engaged in bat 
tle, you'll maneuver your ships and fire their guns 
in real time. Taking a page from genre leaders like 
Fire Emblem, the core strategic system is based on 
arock-paper-scissors mechanic; the huge, heavily 
armed battleships, for instance, can easily outgun 
destroyers, but they're vulnerable to submarine 
strikes. To spice things up a bit, the game will take 
some significant liberties with the historical set 
ting, both in terms of story and your vessels’ capa: 
bilities. The developers promise a major plot twist 
partway through the campaign that will take the 
war in an unexpected new direction. —Sreve T. 


Chibi-Hero 


PLATFORMA: DS * PUBLISHER: NINTENDO 
DEVELOPER: Ski + getLast: TBD 


Loveable bot cui obo в getting out of the 
house for an adventure, When the flowers in the 
local park go missing, Chibi is there to get to the 
root of the problem. Using a water squirter, he 
encourages seeds to sprout and chases away 
hhavoc-spreading critters. Music froma boom box 
makes the plants flourish. A bicycle, a boat, and a 
buggie provide transportation for the pint-sized 
mech's patrol of the park. There's playground 
equipment, too. The robot rides a miniature 
swing, opson a trampoline, and fires himself out 
of atiny cannon, soaring aver gardens and ponds. 
Like Chibi's GCN game, much of the DS game's 

Chibi-Robo is mixing it up activity is given to exploration and discovery. 

in Park Patrol When Chibi triggers key events, more paths open 
and the story advances. Aside from running and 
climbing, the bulk of Chibi's actions are touch con- 
trolled, each using a unique interface, such as ped- 
als for pushing the bicycle forward. Chibi's adven. 
ture will take seed later this year. —Grorae 5. 
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PRIME 


DIRECTIVE 


Retro Studios spills the beans оп the Wii-exclusive 
conclusion to the Metroid Prime trilogy, Metroid 
Prime 3: Corruption. 


By Steve Thomason 


Nintendo Power: Fist, can you tell 
usa bitabout the story in Metroid 
Prime 3 and how it fits into the series? 
Mark Pacini (Director): We 

quel to 


Corruption a 
Metroid Prime 2 The 
isto 


of the game 


rap up the storyline that deals 


with Phazon, which was featured in 


Prime and Prime 2 ast 


what 
Samus visited, So in Prime, it c 
ed the planet and all the creatures 

there. In Prime 2, it actually separated 
light and 
worlds. in Prime 3, Phazon has a much 


ppened 


the planet into t ark 


more galaxy wide eflect. So the player 
will get to understand the fate of 


Phazon and why it's so important. And 
goals in the game, but Samus herself 


ak 
can change ov 


ts corrupted. So her ability set 
urse of 
game and kind of tie into the storyline, 
story theme, 
but also a game mechanic that we're 
using throughout Prime 


“Corruption is not only а 


in you share элу examples of 


пе main фт 


ind the 
-orruption is the idea of hyper mode. 
hi 


Hyper mode has been s hat 


Ve used in the Prime 
butit's 
мегой 


series before, 


so been seen in Super 


very end. Well, because 


of this Phazon corruption, were giving 
the player the ability to go into that 
mode at any time and becon 
powerful, which opens up a subset of 


abilities that Samus will have based 


on this Phazon corruption. The caveat 
tothat 
erful for a period of time, you also 

have the possibility of 


hile you're ext 


So you're kind of balancing the 
ystem at the same time. You would 
naturally time out of the system or 


you would use up all your Phazon 


while you're shouting weapons and 


things lice that. Your corruption fuels 


this hyper mode, so as you shoot 
weapons your health bar switches to а 
different type of management sys 
So you can stay in hyper mode fora 
od of time or you can use 
Phazon and get out of hy 
Ty quickly. But its kind of up. 
balance that system 


edin it. So its. 


he player will use fai 


during the kind of 


omething new that we're offering for 


Prime. 


NP: With the new control scheme 
the Wii ела! 
greater emphasis on action 

Kensuke Tanabe (Producer): 
because it's part of the M 


series, irs important to keep 


t 


will the game place а 


Prime 


ration elements as well as the shoot 
s. But because of the new 


ing ele: 
Wi cont 


tive for the player to shoot 


at enemies, so there is the possibility 


xa little bit more focus 


an before 


What a f the 
tant things that the team leamed from 


the fret loo game 
applying those lesso 
MP: The 


leamed. One of 


and how are they 
to Corruption? 


are many things that 


about the g: 
re-traversal aspect 


e would like to see improved 
ame. Certain parts, like the 
Ye always try to 


understand what parts of re-t 


are fun and what parts are frustrating 
ve puta lot of thought 


going into Prime 3 into how we can 


for people, 


prove the way the player make 


their way through the game. Re-tra 


versal and exploration are fundame 
he Metro} 


not going to change, but how the 


talto series, so that’s real 


player does it and to what degree they 


do iis something that we re really 


with the difficulty level. We 


irk that Prime vas 
Metroidfansand 
dPrime2 


tom and jerry пипшеѕ anc 
the girl gene deitch 
alaska anew trilogy 
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PRIME 


DIRECTIVE 


Retro Studios spills the beans оп the Wii-exclusive 
conclusion to the Metroid Prime trilogy, Metroid 
Prime 3: Corruption. 


By Steve Thomason 


Nintendo Power: Fist, can you tell 
usa bitabout the story in Metroid 
Prime 3 and how it fits into the series? 
Mark Pacini (Director): We 

quel to 


Corruption a 
Metroid Prime 2 The 
isto 


of the game 


rap up the storyline that deals 


with Phazon, which was featured in 


Prime and Prime 2 ast 


what 
Samus visited, So in Prime, it c 
ed the planet and all the creatures 

there. In Prime 2, it actually separated 
light and 
worlds. in Prime 3, Phazon has a much 


ppened 


the planet into t ark 


more galaxy wide eflect. So the player 
will get to understand the fate of 


Phazon and why it's so important. And 
goals in the game, but Samus herself 


ak 
can change ov 


ts corrupted. So her ability set 
urse of 
game and kind of tie into the storyline, 
story theme, 
but also a game mechanic that we're 
using throughout Prime 


“Corruption is not only а 


in you share элу examples of 


пе main фт 


ind the 
-orruption is the idea of hyper mode. 
hi 


Hyper mode has been s hat 


Ve used in the Prime 
butit's 
мегой 


series before, 


so been seen in Super 


very end. Well, because 


of this Phazon corruption, were giving 
the player the ability to go into that 
mode at any time and becon 
powerful, which opens up a subset of 


abilities that Samus will have based 


on this Phazon corruption. The caveat 
tothat 
erful for a period of time, you also 

have the possibility of 


hile you're ext 


So you're kind of balancing the 
ystem at the same time. You would 
naturally time out of the system or 


you would use up all your Phazon 


while you're shouting weapons and 


things lice that. Your corruption fuels 


this hyper mode, so as you shoot 
weapons your health bar switches to а 
different type of management sys 
So you can stay in hyper mode fora 
od of time or you can use 
Phazon and get out of hy 
Ty quickly. But its kind of up. 
balance that system 


edin it. So its. 


he player will use fai 


during the kind of 


omething new that we're offering for 


Prime. 


NP: With the new control scheme 
the Wii ела! 
greater emphasis on action 

Kensuke Tanabe (Producer): 
because it's part of the M 


series, irs important to keep 


t 


will the game place а 


Prime 


ration elements as well as the shoot 
s. But because of the new 


ing ele: 
Wi cont 


tive for the player to shoot 


at enemies, so there is the possibility 


xa little bit more focus 


an before 


What a f the 
tant things that the team leamed from 


the fret loo game 
applying those lesso 
MP: The 


leamed. One of 


and how are they 
to Corruption? 


are many things that 


about the g: 
re-traversal aspect 


e would like to see improved 
ame. Certain parts, like the 
Ye always try to 


understand what parts of re-t 


are fun and what parts are frustrating 
ve puta lot of thought 


going into Prime 3 into how we can 


for people, 


prove the way the player make 


their way through the game. Re-tra 


versal and exploration are fundame 
he Metro} 


not going to change, but how the 


talto series, so that’s real 


player does it and to what degree they 


do iis something that we re really 


with the difficulty level. We 


irk that Prime vas 
Metroidfansand 
dPrime2 


was for those fans as well, They were 
tuned a little bit on the difficult side. 
And | think that while the game is stil 


going to be very challe 


like to make sure that a wide variety of 


people can play Corr 


iption. But Ido 


think fundamentally 
change the way the game is. It's just 
something we're keep! 


s going to 


don’t want to stare people away 
ght be intimidated bya game tke 
this, Those are really two main things 
66We're making a 
conscious effort to 
utilize the technology 
. for solid gameplay 
reasons.” 

—Mark Pacini 


that we've 
titles. 
NP: Judging bythe 
looks i 


learned over the past iwo 


demo, the game 


e it might be a little more cine 


matic than the first two. ts that a foc 
for theteam? 

Мр: Yeah, that was very much a c 
scious thing that we're doing be 
the systems more powerful [than the 


n 
ause 


Gamecube). It allows us to create larg 
erenvironments that are justas 


detailed 


as Prime and Prime2, Sowe 


get to tell the story, not always in cine 
matics We can tell it by what's going 
on around you. think that's extremely 


important, and we're doing that to al 


the locations that 


€ player is go 
be visting throughout thi 


We're really making.a consc 
toutilize the technology not to just 

make things look pretty, which they're 
going to, but actually for solid g 
why can you see fa 


play reasons. Li 
into the distance? Because its actually 
important lo what's happening in the 
game. 

Bryan Walker (Senior Producer): 
musis part of a bi 


ger struggle 


NP: Can you talk a bit about the role of 
the other bounty hunters? 


Hopefully the 
Wii controller 
will take Prime 


3 where no 
fits person 
shooter hos. 
gone before. - 
With the Command Visor, Samus can sum 
mon her ship to remove huge obstacles. 


MP: Maybea little bit? [Laughs] There 
are other bounty hunters in the game 
that are heavily tied to what's happen- 
ing in the story as far as corruption. So 


hat are happening to 


mus, she can possibly see through 


the result of what's happening to 
ain, this 
'uption theme is an underlying ele 


these other hunters.as well, А 


ment to the entire game. These boun: 
ther character 
inthe game; they actually are impor 
tant to telling the story of what could 


nters arent 


potentially happen t 


NP: Prime is noted for being one of. 
pressive series o 


the most visually iı 
the GameCube. What are you 
thoughts on Wii from a hardware 
horsepower standpoint? 

BW: I's obviously а тоге powerful 
‘machine. With Prime 3 we have been 
able to improve all aspects of the 
game aS ally weve got 
bloom lighting, We've been able to 
tem totake 
new hardware. And 


ult Vis 


improve our animation 5 


advantage of t 
the environments are ako sig 
bigger. Even better, t's a develope 

friendly machine, Power's nothing if 
you cart use it, And that has been a 
actor for us. We've been able to 


icantly 


create better co 
the Wii 


rent very quickly with 


NP: Wil Corruption be a launch tite? 
BW: Yes 


NP: Wil Samus visit mu 
in the game, and will there be any 
Prime 3 features larger, more-complex 


ship-fying s 
environments than its GCN predecessors. 


MP: Yes, Samus will go to other pla 
ets. It's kînd of important to the cor 
ruption theme and the storyline that 


Samus goes to other planets. She's 


actually stopping the corruption on 


multiple planets. She'll be able to use 
her ship, not necessarily for direct fly 
ing to these planets. But conversely to 
that, we are using the ship ina very 

unique way for Prime 3 in that there's 
a new visor called the Command Visor, 
which allows Samus to, froma third- 


command her ship. 


person! 


remotely to do things in the environ. 
nt. So the ship can come in and do 
bombing runs or it can come in and lift 
really huge objects for you, or youcan 
actually averse areas asa 
platform. Soit actually becomes 
another tool in Samus's arsenal. We 
thought that was a unique way of 
bringing in the ship, 


NP: will you be able to travel back and 
forth between planets? 

MP: Absolutely. Again, it's fundamen 
tal in Metroid to 
areas and either explore more or 
unlock a different path. So that will 
definitely stil be the case. 


backto previous 


NP: Will there be other new vis 
addition to the one you just men- 
tioned, and can you talk a bit about 
those or any new beams in the game? 
MP: Beyond the Command Visor 
there's the Combat Visor and Scan 
Visor, which appeared in the previous 
games. We're also bringing back the x 
Tay Visor for this game. in some of the 
previous Metroids, because of how the 
design turned out, sometimes people. 
weren't able to use the visors to their 
fullest abilities because Samus has 
such a large ability set. So what we 
wanted to do was make sure that with 
the X-ray Visor just for looking 
through walls or for invisible platforms 
and stuff, which will still be there, but. 
we also want [the visor] to have a rela: 
tionship to her other abilities, For 
example, one of the beams that Sam 
will get allows her to shoot through 
walls, so You can use the X-ray Visor to 


Soo through objects and maybe target 
certain things behind a wall that you 
wouldn't normally beable to see, and 
use the beam in conjunction with the 
visor. Also with the beams, we're doing 
a litle different system with Metroid 
Prime 3 than we did in Prime 1and2 
where you had selectable beams. In 
Prime 3, we're going with a stacking 
systems ay, Super Mot 
It's kind of a harkening back to thal. 
We thought that system worked really 
well, especially for what we were try- 
ing to do with this game, so the beam 
will stack and keep all its inherent abil- 


ilar to, 


ities even though youre getting differ 
ent weapons layered on top of it. And 
at goes for all weapons that Samus 


Will have, Her beam stacks, her m 
stacks, and also the grapple-beam 
stacks 


NP: What role will the Metroids play in 
the game? 

Mp: They'll be back. We've actually 
gotten a lot of comments about maybe 
Metroids don't make enough appear 


ances inthe Metroid Prime games. 
Although the Metroid Prime series sto- 
ryline doesnt necessarily revolve 
around Metroids, per se, we do feel 
they're important to the franchise, 
‘And people like seeing them; it's very 
nostalgic. So Metroids will definitely 
be back, but they also serve a definite 
story purpose and you will see more of 
them in this game. 


NP: How about the Chozo? Wil they 
playa role in this game? 
MP: Umm... Yes. Laughs] 


NP: Will there be anything with the 
light and dark worlds like in Echoes? 
мр: No, that was for that particular 
planet 


$€Metroids will 
definitely be back... 
and you will see a lot 
more of them in this. 


—Mark Pac 


NP: How about multiplayer or Wi-Fi 
play? 

Bw: We will not have multiplayer in 
Metroid Prime 3 in thesame format 
that we had with Metroid Prime 2. 
However, we are excited about the 
opportunities that the WiiConnect24 
brings tothe table, and we're seriously 
considering a variety of different func 
tions to take advantage of that. 


ND: Anything else you would like ou 
readers о know about the game? 

KT: As you may know, this is the last 
game in the Metroid Prime trilogy. But 
at the same time, we will continue 
expanding the 
‘example of that with Metroid Prime 
Hunters on 05. 


franchise. You saw an 


NP: What's in the future for Retro? Will 
you take Metroid in a different direc 
tion, or will it be something new? 

BW: Retro won't dose down when were. 
finished with Metroid Prime 3. [Laughs] 
But we look forward to new challenges. 
MP: What would you like to see us. 

work on? 


NP: | would be 
thing brand-new. I'd love to see what 
Retro can do with something original 
BW: We're very fortunate that we 
have alot of extremely talented 


intrigued to see some- 


developers, and I think a new chal 
lenge like you've described would be a 
great venue for them to really flex 
their creative muscle, 
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The action quotient is expected to 
pick up a bit in Corruption. 


3 Ta 
The ultimate collectio A 


of mini shooting games: 


Test your hand | 
eye coordination 

as you tap the 

screen furiously to 
accomplish your goals! 
Use the stylus as your 
shooting instrument in 
four difficulty levels in 

over 40 different stages! 


Play through four different 
levels of difficulty 


Challenge your friends 
with only one Game Card 


Select any stage at any time 


: Play while the game 
analyzes your abilities and gives feedback 


New stages 
adapted from Namco's classic coin-op 
arcade series 


Violence 


НЕЮ Е 
DREA 


The line to get into the E3 Wii zone was crazy enough. ` 4 
But what happened with Wii Sports and Wii Ё 
Music was риге апа wonderful insanity. 


By Steven Grimm 1 
After the typical high-voltage overload, this year's E3left gamers with great LN 
anticipation for what's to come, as always. But anyone who was at this year's 


expo would tell you it was far from the usual fare, and not only because the 
three majors were making the case for their new consoles. It was because 5% 
Wii drew audiences ike no other system in E3 history. When the expo 
kicked off on Wednesday, May 10, visitors walked toward Nintendo's booth 
‘expecting standard lines-an hour, two hours tops. But by Thursday word E 
had spread, and the booth demanded a five-hour wait. When the doors 
‘opened on Friday, onlookers ran to the Wii booth to jockey for position. 
When! walked the length of the ine on Friday, knew that Һай 
never seen sucha superqueue at E3, but thad seen it somewhere. AS 1 
overheard people fervently debating the correct Zelda chronology, 
whether Bowser or Fawful is the greatest Mario villain, and what 
new characters should join the freshly announced Super Smash 
Bros. Brawl- recalled standing in line with hundreds of people for 
the opening nights of the Star Wars prequels and The Lord of the 
Rings flicks. But the wii fine was much, much bigger than those. 
Where had I seen this kind of crowd? 


It's hard to say how many of ЕЗ 
60,000 attendees infiltrated the Wii 
area, but it seemed like they were al 
oce. Many hard-core 
ned to the 
favorite 


in the booth at 


Nintendo fans simply d: 
os that featured th 
series, like Super Mario Galaxy, 

Metroid Prime 3: Corruption, and The 

Legend of zelda: Twil ferent energy emerging from other 
Others queued uo to demos-the 
experience of Wii games possible, Sp 
from the driving in Nintendo's 
Truck to the first-person shooting 


conference, peop 
truly felt like 


ht Princes Shigeru Miyamoto kicked off by сс 


tthe widest les categorized as Wi 
and Wil Music 


xcite 1 gotta admit that approached the 


ducting an video game orchest 


closed by playinga very animated 


Video game tennis match with 
Nintendo president Satoru wata, 
‘skeptical curiosity, like checking out a Nint 


and М Sports and Wi Musi 
ing in Ubisoft's Red Steel, using 
y facet of the wis гето 
nunchuk. The buzz in many of th 
demo areas centered on a mixture of 
th 

nd that good old-fashioned gamer 
| intensity. But there was a radically dif 


nes with 


do of America’s heavy hitter 


nd sideshow to see if is bearded lady had 
glued on her mustache or its flipper 
baby was really just a toddler in а 


called up from the audience. Sure, it 
all looked c 


and fun onstage, but 


new Wil motion-influenced control 


Scuba suit. Before the expo started, 
Nintendo revealed Wi Sports and Wi 


Music at its media conference, which 


raft? Iwata had revealed that Wi 
Sports in particular was more thay 


If your gaming room is wide enough, you can spread out to play like the Nintendo pros did at the pre-E3 conference. f 


not, no worries: you can play in a staggered 4P formation without blocking each other's signal. 


As word spread of the tennis match held during Nintendo's media 
ined up to see for themselves if the demo 
ed match, 


and 


Reggie Fils-Aime. anda contest winner 


just a fun demo. would be 


me launch title that would Include 


tennis, baseball, and golf and that 
would appeal to casual gamers and 
people who'd never touched a game. 


Watching real people at play with the 


E3 demos-the casuals, the nongamers. 
and the hard-cores—would be the 
t of whether Nint nto 
omething huge with Wii Sports. 


ue 


Wil Sports: Tennis was housed in 
one of the wii area's open living-room 


Miyamoto and Reggie put on their 
game taces using the face editor. 


40 oon rove 


After taking a few light, experimental swipes in Wii Sports: Baseball, most 
people leamed to put a ton of oomph into their swings to clear the fence. 


settings, where players stepped cut of 
the crowd and sat down for a spell 
with a Wii game. Or stood up. in the 
case of singles Tennis matches. As two 
players at atime came into the tennis 
living room, they each grabbed a 


remote and with по explanation need 
ed, started serving up lods, slices, and 
backhands as if they'd been doing it 
their whole Me. In a way, hey had been. 
Wiî Sports boiled the challenge down 
to the intuitive basics, and who hasn't 
used a tennis racket at least a few 
times in real life? After a few awkward 
seconds, most players understood 
that only thoir am was directly con 
nected to the game, since the in-game 
character would swing in sync with 
the player's remote-holding hanc. But 
unlike conventional tennis video 
games, which throw court-roaming 
‘control into the mix, Tennis put the. 
вате characters on autopilot so they 
would run for the ball on their own. So 
did this al arm tale on tennis work? 
ke a charm. Time and time again, 
two players would hop into the Tennis 
room and smack the ball back and 
forth, getting deeper and deeper into 
the illusion of playing а ral, physical 
game of tennis, until one person won 
the match. The first ime | watched a 
match finish up, | heard one competi- 
tor say to the other as they walked off 
the living-room court, "That was lunt 


Two matches later, i heard the same 
thing “That was funt" The next match, 
1 heard it again-the same words and 
enthusiasm. Which freaked me out. 1 
finally realized where I'd heard that 
exact phrase before-and seen the 
superlong megaline- the Goliath roller 
coaster at Six Flags Magic Mountain. 
That was it precisely: ' once gladly 
stood inline for many hours to ride 
Goliath with a bition other people; 
then ró heard people, exiting the ride. 
after the thrill of 255-foot vertical 
drops at 85 mph, expressing the same 
exact sentiment to their partners 
“That was fun" 

That's not the typical gamer reac- 
tion to having a great time with a 
game. We're rarely so glddy-and 
there vas a whole lotta giddiness 
going on. We even heard it from atten: 
dees who were clearly at E3 on busi- 
пе but probably couldn't point out 
mer Button on a GCN controler to 
save their lives. And although | saw it 
the most with Tennis, I found the 
same lunatic energy and raw excite 
ment when people went to bat with 
baseball and teed off with gof. Тао 
heard itfrom players who took on. 
conducting in Wi Music: Orchestra 
and bashed away at Wii Music: Drums. 
Эше, some people walked away 
scratching their heads, wondering 
what the appeal was, but the majority 
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STEROID-FREE SUPERSTARS 


Three games have been confirmed as part of the 
Wii Sports launch title. While titles like Madden 
NFL 07 aretranslating their signature gameplay 
into Wii control, Nintendo has rethought tennis, 
baseball, and golf for the Wii remote. 


Lobs and swings will be second nature in Wii Sports: Tennis, which 
puts the racket directly into your hand via the remote. Just be sure 
not to give your couchmate a sharp backhand. 


Every game's 3 home-run derby with Wii Sports: Baseball. Even it 
you've never done more than bunt in real Ме, if you can swing 
the remote, you'll have a shot at landing an endorsement deal. 


From the tee-off to the putting green, Wii Sports: Golf will bring 
the whole course into your living room with simple, intuitive 
swings of the remote. 
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їп the core of the Wii zone, musicians hammered at Wit Music: Drums to 
pound out drum solos, and occasionally jam in a split-screen two-play 
ег mode that flooded the Wi area with high volume percussion. 


fell under the simple spell of the be 


games. They were the real deal As for th 
My skepticism having been puto Eguchi points o 

est, I sat down with Wii Sports pro continues to push sophist 

ducer Katsuya Eguchi to learn mo graphics in video game 

about the future of Wii Sports and Wii Princess, the Wii Sports 

Music, and to learn the secret to their games were designe: 


a natural e 
imple style of the 
ıtthat, wile Nintendo — tot 


ience oot actually playing # 
al baseball, you not only hı 
ou have to make 
contact with the ball at the right angle 
he noted, "With Wii Sports, you gener- 
у 
nthe E3 


sport. "When 


Бе‏ ي 


and Wii Music — allyonly have to time it cor 


‘odramaticalty not as though some people c 


surprising success. I mentioned that emphasize the direct Wii connection floor are actually able to hit home 
the E3reactionsreminded me of the between the player and the game, in runs, but they are hitting home runs. 
Goliath reactions at Magic Mountain. addition, the rounded character Eguchi revealed that baseball an 


Eguchi, better known for his work on designs will show off Wil’ f 
tomization (see the chipper Miyamot 


the Anil 


oll. which focused only on basic Wi 
control at ЕЗ, will be broadened into 


ıe sports, just like the tenni 


connection and aggro-looking Reggie on page38), competi 
experience of fun, whether through which will be part of the wii hardware game was. Golf will include full cours- 
speed or movement, is something itself and enable both freehand facial (the number of holes is still 

that is very, very direct. On a roller ign and premade-face selection. termined), and baseball will present 
coaster, riders aren't thinking about Eguchi also pointed out that, innings with base runners on autopi 


ine 
реп, Tennis is 


letting ithap- thoy 


perience; they 


Without much thought. viding the fe 


ij 


Miyamoto opened Nintendo's conference by conducting 
Zelda music in Wii Music: Orchestra. 


42 ooo some 


f the games tap 
intuitive, controlled of players’ mations, theyre: 
of playing a sport the ball while the other swings the bat 


jt, plus a two-player mode in which 


o the pon 
jer ases (ie nimi to йене 


ut pro: опер 


Director Steven Spielberg, currently working on projects 
with EA, swung by for a tennis match with Miyamoto. 


For Wii Sports: Golf, players held the 
remote like a club to try for a hole in 
опе or to putt down the course. 


One other Wii Sports demo shown 
at ЕЗ, a flying game controlled by 

ing the remcte like a paper ai 
plane, is actually part of a Wii Motor 
Sports category that might see the 
fig 
and could include other easy:to-drive 
concepts like a Wave Race game, The 
Wii Music conducti 
demos are also under consideration 


in the future, said Eguchi 


ngand drumming 


for future re 


and could be joined 
by other ideas that Eguchi's te 
incubating, such as a guitar-playing 
the future of wii sports, 
the producer says that other sports 
may be considered for the line, possi 
bly even for a launch title, Will the 
public see Wi Sports as a major hit 
соте launch day? If the ЕЗ crowds are 


Koji Kondo, Nintendo's chief sound 
designer, got into the orchestral action. 
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Delve into the latest details of The Legend 
of Zelda: Twilight Princess as the game 
leaps onto Wii and rushes closer to 
release on Nintendo GameCube, sy dy: н. 


It feels ке an eternity since Nintendo shocked the 
gaming world with the first stunning glmpse of the 
Legend of Zelda: Twilight Princess. Between Link's 
more-mature designand the game's overall b 
gamers were mesmerized. Since then, new details 
have slowly emerged: the mysterious Midna, the bleak 
twilight realm, Link's surprising power to 
into a wolf. At £32006, Nintendo delivered the huge 
ately but 


uty, 


nsform 


news that Twilight Princess wil launch sep 
taneously on Nintendo GameCube and Wii. Not 
ly wil the Wii version feature a wide-screen aspect 
Tatio and take advantage of Wi's unique c t 
the game wil beavaiable at Wis launch, Better stilk a 
brand-new demo of the game was playable on the ЕЗ 
show floor. 

The E3 2006 demo of Twilight Princess features two 
areas: the Goron Mines, in which Link ge 
toats, and techniques to inftrate a 


myriad of sk 


dungeon and ba pressive boss, and a fish- 


inghole that demonstrated just how far the fan- 
favorite pastime has come since Ocarina 
of Time. Even though the game was still 
in preliminary form (meaning any 

number of details are likely to differ 
final versions), the 
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number of details are likely to differ 
final versions), the 


44 sooo rome 


Live by the Sword 


The Goron Mines consist primarily of a sprawling, 
wooden walkway spanning a water-filled canyon- 
‘one false step and you'll tumble into the drink, 
searching for a ladder to climb back up. At the begin- 
ning of the area, one of the demo's most intriguing 
revelations comes to light when a shadowy, semi- 
transparent version of Midna emerges from Link's 
shadow to offer advice. Much ike Navin Ocarina of 
Time, Midna pops up periodically to provide hints, 
and can also be summoned manually with the press 
ofa button (the 2 Button on GCN, or up on the Wil 
control pad) 

As you use the analog stick (in both the GCN and 
"Wii versionsof the game) to move Link through the. 
crate-littered dungeon, Link's swordsmanship is put 
to the test against а goblinlike enemy. The swordplay 
ts largely the same as it was in The Wind Waker and 
n the E3 € 
enemies by holding down a shoulder button (Lon 
GCN, Zon W'S nunchuk), and cut the enemy down to 
size by pressing the B Button to attackor the A 
Button to perform actions, like a dodge or a jumping 
strike. Unlike in recent 3-0 Zelda games, Link always 
keeps his shield at the ready in combat, and pressing 
theR Button on GCN results in an enemy-stunning 
parry move, On Wil, however, you parry by actually 
thrusting forward with the remote (representing the. 
shield in Link's right hand). After you knock down the 
goblin (as long as you're still locked onto it) you can 


version of Twilight Princess: Lock onto 


press A on GCN or whip the Wii nunchul forward to 
execute а finishing stab that sends the enemy to the 
great beyond. 

Farther Into the Goron Mines, mobs of well'armed 
goblins and lizard creatures guard the path to the 
boss's lair-providing Link with the ideal time to uti 
fie his trademark spin attack and put the hurt on 
numerous foes at once, Though you execute the spin 
attack via traditional methods (spinning the analog. 
stick 360 degrees and attacking or holding and 
releasing the B Button) on GCN, on Wii you can acti- 
vate the move by shaking the nunchuk back and 
forth. The Wii method for unleashing Links spin is 
surpeisingly responsive, and makes the move easier 
to activate than ever before. 


All of Treasures 


Many obstacles bar Link's progress through the mine, 
but several tools are available tu ad him. One of the 
most important is Link's trusty bow-essentialfor tak- 
ing out a group of goblin archersthat ambushes our 
heroas he heads across the walkway. On GameCube, 
aiming is accomplished the old-fashioned way-by 
holding down the item button and taking aim wit 
analog stick in first-person ven - but on Wi, its as sim- 
ple aspointingand shooting. in the Wi version, a circle 
appears in the center of the screen when Link's bow is 
drawn; if you move the onscreen cursor within the cir 
се you can hit an enemy with pinpoint accuracy, and if 
you move the cursor outside the circle, you'll reposi- 
tion your view for better aim. The bow also uses one of 
the Wi remotes unique features: speaker that, in 
this case, producesthe sound of a bow string as you 
pull back and fire. 


Using the bow in the Wii version 
of Twilight Princess is as simple 
as pointing and firing 


No Gorons appeared in 
the Goron Mines demo, 
but the concept art looks 
impressive. 
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enemies by holding down a shoulder button (Lon 
GCN, Zon W'S nunchuk), and cut the enemy down to 
size by pressing the B Button to attackor the A 
Button to perform actions, like a dodge or a jumping 
strike. Unlike in recent 3-0 Zelda games, Link always 
keeps his shield at the ready in combat, and pressing 
theR Button on GCN results in an enemy-stunning 
parry move, On Wil, however, you parry by actually 
thrusting forward with the remote (representing the. 
shield in Link's right hand). After you knock down the 
goblin (as long as you're still locked onto it) you can 


version of Twilight Princess: Lock onto 


press A on GCN or whip the Wii nunchul forward to 
execute а finishing stab that sends the enemy to the 
great beyond. 

Farther Into the Goron Mines, mobs of well'armed 
goblins and lizard creatures guard the path to the 
boss's lair-providing Link with the ideal time to uti 
fie his trademark spin attack and put the hurt on 
numerous foes at once, Though you execute the spin 
attack via traditional methods (spinning the analog. 
stick 360 degrees and attacking or holding and 
releasing the B Button) on GCN, on Wii you can acti- 
vate the move by shaking the nunchuk back and 
forth. The Wii method for unleashing Links spin is 
surpeisingly responsive, and makes the move easier 
to activate than ever before. 


All of Treasures 


Many obstacles bar Link's progress through the mine, 
but several tools are available tu ad him. One of the 
most important is Link's trusty bow-essentialfor tak- 
ing out a group of goblin archersthat ambushes our 
heroas he heads across the walkway. On GameCube, 
aiming is accomplished the old-fashioned way-by 
holding down the item button and taking aim wit 
analog stick in first-person ven - but on Wi, its as sim- 
ple aspointingand shooting. in the Wi version, a circle 
appears in the center of the screen when Link's bow is 
drawn; if you move the onscreen cursor within the cir 
се you can hit an enemy with pinpoint accuracy, and if 
you move the cursor outside the circle, you'll reposi- 
tion your view for better aim. The bow also uses one of 
the Wi remotes unique features: speaker that, in 
this case, producesthe sound of a bow string as you 
pull back and fire. 


Using the bow in the Wii version 
of Twilight Princess is as simple 
as pointing and firing 


No Gorons appeared in 
the Goron Mines demo, 
but the concept art looks 
impressive. 
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гоп Boots, Link gets pulled onto the panel-where he 
can still move freely, albeit upside down-which 
transports him to the end of the canyon anda wait 
ing door. 

or 
discover there's more to the dead end than meets. 
е. By switching to the Clawshot Twilight 
Princess's version of the famed Hookshot--Link can 
lake a shortcut by grappling toa distant ledge cov 
ered in metal mesh. Upon palling himself to the top, 
Link can claim a 10-Rupee bonus, then jump down to 
the end of the canyon, No matter which path you 
take, youll end up at the same door. 


Into the Fire 


Behind the door lies an ember-filled cavern: from 
Unk’ position on a metal scaffold, you can practical 
ү feel the heat rising from the deadly, glowing 
magma below. A few more enemies hamper Link's 
progress, but they're по match for the hero's bow 
and blade Skills; if you really want to humiliate the 
them into the flam- 
ing depths. Link's next past the 
sea of magma. With the drawbridge raised, the way 
seems impassable, but Midna again comes to the 


une. if you'd taken the right fork earlier, you'd 


goblins, you can parry to kn 


allenge is to e 


Do not adjust your magazine—Link’s supposed 
to be upside down. Magnetized iron Boots 
‘open up incredible possibilities. 


Beyond the archers, the walkway forks. To the 
right, the path narrows and leads to what appears to 


bea dead end, while heading left leads toa lizard 
creature enemy and a sealed бок, After slaying the. 
lizard-it's tougher than the goblin, but not by 
 much-youre left with the sealed door and four pro- 
peller-topped pillars. The setting calls for an item 
revealed in last year’s ЕЗ demo: the Gale 
Boomerang. As in last year's demo, you can lock 
‘onto objects with the boomerang (by pressing R on 
GCN or B on Wil, then release the boomerang to 

‘Send its gusty power toward the targets in sequence. 
Even if you hit all four propellers, the door won't 
necessarily open: only by paving attention to a pat 
tem on the ground and hitting the blades in the cor 
rect order will you hear the familiar Zelda success 
chime as the stone door sinks into the ground, 


Continuing through the door and up a pathway. 
you'll come under attack from two more goblin 
archers, Unfortunately for them, they're positioned 
right next to a powder-filed wooden barrel—one 
direct hit with an arrow will blow the archers sky- 
high. As vou maneuver along the rocky pathway. 
‘you'll come across a rusty, cranelike machine etched 
with symbols. A circular panel attached to the 
machine's protruding arm hints at the relics pur 
pose, but standing on a nearby switch produces no 
effect. Luckily, Midna suggests using something 
heavy to jar the switch, and your inventory contains 
just the thing: Iron Boots. Equipping items in the GCN 
game is similar to in previous Zeldas, but in the Wii 
version, w 
the remote at the item icon in the upper-right comer 
of the screen and pressing the A Button, after which 
YOU can map three different items to the left, right 
and down positions on the Control Pad. (Similarly. 
you can access the game's full-screen map by point 
ingand clicking on the map display in the lower-left 
comer.) Equipping the boots is just the ticket; the 
machine's gears start turning, a blue field emits 


‘can access the item menu by pointing 


from the circular panel, and the arm begins to move 
back and forth. Another hint from Midna reveals. 
that the circular panel is a powerful magnet. By 


standing under the magnet and re-equipping the 


А6 reco sowe 


rescue by suggesting that you snap the ropes that 
hold up the bridge. One well-placed arrow sends the 
bridge slamming down, and the door to the boss's 
lair comes into sight 

The chains hanging from the boss's door are omi- 
‘nous-but are they to keep you out, or to keep the 


boss in? After you step inside, it doesn't matter; the. 
door seals shut behind you, and the monstrosity of a 
bos е of its bonds and 
flames erupt trom its body, it resembles a giant 
Goran crossbred with the Balrog from The Lord of 
Rings. The behemoth is powerful its fi 
intense. Link's sword alone has no effect on the 

boss's relentless fury. Fortunately, a glowing gem on 
5 head reveals a weak point. By using the proper 


veals (Бей. As t breaks 


sare 


tools and exploiting the c 
boss's limbs, Link can bring the giant to its knees and 
дат victory; we can only wonder how the battle will 


play out in the final ver 


dangling from the 


the game. 


The boss of the mines is as 
intimidating as itis powerful 

Va сап! defeat itwith 

(strength alone: 
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ing a bit more 


‘fein the mood for son 


e fishing 
spot where cherry blossoms line the shores, du 
meande 
passing: 


fishing demo. Ata soothing, picturesq 


about, and the sun rises and falls wi 


woman Hena instructs Link i 


the ways of two type 
ber fishing, and lure fishing from a canoe. No mat 
ter which option you choose, the fishing demo real 
ly lets the Wii controller shine. Using the remote, 

you'll raise your arm and fling it for 


of angling: shor 


rd inan 


authentic casting motion to send out the hook, then 


make a reeling motion with the nenchuk to pull 
analso use the buttons on the 
wave it rom 


line back in. Yo 


remote to reel in the line. and you 


side to side to attract the attention of fish. i 
bobber fishing. you simply snap the rem 
upright position to land a fish after it bites, but if 


you're lure fishing, you'll need to raise the remote 
to increase the tension of the line while you press 
the A Button to reel in your catch. И the fish jumps 
you must lower the rod quickly or risk losing the 


Many aspects ol the twiightre: 
Butt remains just as ободо as before E o 


fish. It adds up to one of the most fun, realistic vir- 
tual fishing experiences ever created. Naturally, 


you can also fish in the GCN version, but move 


ents of the Control Stick and € Stick replace the 


mation-based controls. | 


Link’s caught а lunker! The serenity of dena a fish- 
ing hole stands in stark contrast to the industrial 
tinged designs of the Goron Mines. 


rom 


Still steeped 
in Darkness 


As exciting as the latest playable experiences, 
there are still many, many more mysteries yet tobe 
uncovered. Recent screenshots out of Japan reveal 
realm has undergone a substantial 
visual change rom when it was first shown more 


that the мие) 


than a year ago. Although the realm retains its mys- 
tical/lechnological design underpinnings, it has 
shifted from a black-and-white color pallet to an 
oversaturated, ight-drenched look that conveys an 
ater feeling of unease thanits previous 


even 
monochromatic incarnation did. But what's the. 


story behind the twilight realm and the evil it seems, 
tobe producing? What other challenges and eni 
gonments await Link? And what about ай the anl 


mals that seem to be following the hero? well bring, 
‘you the latest details as they become available. 
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TIME TO TRADE? 


We understand: 


That's why we've created 
the ultimate neighborhood 
gaming store where you can 
trade in and trade up! 


BEST DEAL ON TRADES 
IT'S AGUARANTEE 


TRY BEFORE YOU BUY 
ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 


LARGEST SELECTION 
OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


WELL FIND IT FOR YOU 
ORDER ANY HARD TO FIND 
GAME AND WE'LL TRACK IT 
DOWN FOR YOU 


Hit (mure Es) for a store near you. 


Place 
First Class 
Stamp 
Here 


Box 97062 
Redmond, WA 98073-9762 
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#57754 
#57759 
#50304 
#56981 
#54388 — stat Fox: Assault 
#56363 — Zelda: The Minish Cap 
55761 — FINAL FANTASY le Il Davin of Souls 
54187 — — Metroid Prime 2 Echoes 
354386 — Paper Marlo: 

The Thousend Year Ooo 
454385. Pokémon FreRed and LeafGreen 
S1556 Pikmin 2 
#54196 — — Zelda: Four Swords Adventures 
#53678 Metrold: Zeo Mission 
#51671 
#51560 
#51558 
#51950 
#51553 
#51552 — 
#51058 — Donkey Kong Country 
#50480 — Gelden Sun: The Lost Age 
(48197 — Zelda: A Link to the Past 
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Б 
$1695, 
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WIN ALL EIGHT 


TOUCH GENERATIONS GAMES! 


WIN ALL EIGHT 


TOUCH GENERATIONS GAMES! 


THE TOP 


After months of Wii secrecy, the surprise 
revelation of dozens of games in worldwide 
development, many playable at E3, gave 
the NP staff serious system shock. So we 
got a grip by hashing out the top 25 titles 
coming to Wii! 


Medal of Honor: Airborne 


Our list begins with a series 
known for its strong starts. 


Credit Saving Private Ryan, a fim that has one of the most 
explosively dramatic openings of all time, for inspiring the 
Medal of Honor developers to always start the series’ games 
with a really big bang. The next installment of EA's Steven 
Spielberg blessed FPS series begins with a free fall over enemy 
territory during which you, Private Boyd Travers of the 82nd 
Airborne Division, determine how you'll approach the enemy 
forces, The Wii version of the title was just a blip on the radar at 
ЕЗ, but the promise of an exciting start and of i controls 
bomb-dismantling sequences landed it on our ist. —Gtonet 5 


Metal Slug Anthology 


Old school meets new tech ina 
side-scrolling shooter revival. 


Wii's Virtual Console isn’t the only way to re-experience the classics. SNK Playmore is deliv 
ering a decade's worth of Metal Slug games- that's Metal Slugs 1 through 5, along with Metal 
Slug X-in one package of intense gun thrills. The developers are still experi 
menting with how to implement Wii functionality: one possibility is that you'll be able to toss 
grenades by making a throwing motion with the Wii controller. —Снал Н. 


Disaster: Day of Crisis 
Nintendo bas a new series set 
for Wii. Pikmin this ain't. 


їп addition to Mario and other known quantities 
headed Wi' way, Nintendo pledged new proper 
ties for the upcoming console, such as Disaster, 

D 


cue task 
е agent Ray and your best Wii control 
kills against tidal waves, volcanic explosions, 
‘and toppling high-rises. We would have loved 
to see some demo action at ЕЗ, but we'll have 


al-action game that p 


to make do with drooling up tsunamis as we 
await more details. STEVEN б. 


MEE 


“hurling grenades, a 
dot without all 


Elebits 


Konami's cute, * s 
curious critters ^ 
bave got the power. á 


Okay, so just what the heck 
are Elebits? Nope, they have 
nothing to do with ele- 
phants-theyre cute little 
Pikmin-esque creatures that 
provide energy to the human 
world. (The "ele" in their 
name is derived from “elec 
tricity.) AS or the game 
itself, Бебі is essentially an 
extremely evolved game of 
hide-and-seek, which uses a 
proprietary physics engine 
and the unique capabilities of 
the Wii controller to put play 
ersinto a highlinteractive 
world. Basically, if you can see lits. 
it, you can mess with it. Їз as 

simple as pointing with the 
Wî remote and pressing а 
burton to send cut an electric — Hebits can hide anywhere, even in the toaster. You'll want to interact with every appliance 
beam that enables you to you come across to force the Elebits out into the open. 

push, pull, throw, turn, open, 
or otherwise manipulate 
objects n an attempt to find 
and catch hiding Elebits. As 
you empty out boxes, upend 
tables, and ift cars-in the ЕЗ 
demo you could even hurl 
howses-you'l also discover 
power-ups that enhance your 
Elebit-catching power, such as 
stun bombs anda lock on 
multishot for snagging sever- 
al Elebits at once. Not only 
was interacting with the game 
world fun, but trying to 
achieve a new high score 
within the demo's three- 
minute time limit kept players 
coming back for more. 
Konami promises many types 
of missionsin the final 
game-hopefulytheylbe ^ After you grab onto an object with your beam, you can manipulate the object by moving 
justas addictive. бнз Н. the controller. When things start shaking, you never know what's going to fall out. 


T FW ES 


2 Call of Duty — 


Up for one more tour? 
Duty calls. 


Though details are pretty 
much nonexistent at this point, 
Activision has announced that 
the latest iteration of its 
award-winning World War I 
first-person shooter will be 
headed to Wi this fall, Based 
on the series stellar track 
record and the potential of the 
Wiicontroller when it comes to 
the FPS genre, we're willing to 
‘put Call of Duty 30n cur list 
sight unseen. Hopefully devel- 
oper Treyarch won't let us 
down. —SteveT. 


аог 
JHL, 


"LNVM 
‚НМ 


І WANT Wii! 


O so 


> Close your eyes and 
you can almost smell 
tbe cow manure. 


The newest addition to our 
favorite arming sim popped 
up on Nintendo's ЕЗ game 
list, bat t was a no-show at 
theevent and we haven't 
heard anything from 
Natsume. With ail the manual 
labor it takes to run a farm, 
the Wii controller seems to fit 
like our Sunday-best overalls. 
Actions lie digging, tiling, 
and fishing sound like no- 
brainers-we're holding out to 
see turkey-bowling and cow- 
tipping mingames. —Сн S. 


We promise the Wii 
will be an udder-ly 
new experience. 


Madden NFLO7 


> Ditch the armehair 
and put on pads! 


bout ov Ih the remote, jukes and 
ut arms with the nunchuk, LI didn’t expect was how 
tive it would be to flick 
ng the E3 den nple tutorials 
аве between the Steelers and 
a snap (pun intende, 
hough the 


# 8 Project H.A.M.M.E.R. 


NST takes a swing at 
pure destruction. 


through the street 


GEORGES. 


J Sratawns F 


Tony Hawk's Downhill Jam — | 


Huck, buck, boom. 
Tony takes the hill. 


part in Топу Hawk titles, but in 
erything. As the Hawk and eight new 
srs blast down the world's most dangerous hills, 
1 use tilt control via th 
т from face-planting, Turning the 
to a racer isa bold move, but what 
he controller-as-skateboard 


remote to keep your cha 
ите franchise 


e you at the center of the action. The focus 


т Slap 


power translates into screen-blurring speed, GEORGES. 


is on suportast skating, but grinds and big air stil matter. Tricks e P 
build boost power, and with a thrust of the controller, boost ” ut Ё 
: б 


It is quite possibly 
the world’s perfect 
food, after all. 


| When we first heard about the Wil remote, Super Monkey 
Ball was one of the games that immediately came to mind as 
a perfect fit for the new controller. Sure enough, it works like 
a dream, You simply tit the controller to tip the stage and 
get your morkey (sans pants, of course) moving in the 
алдей much 
rom previous games, but the new control scheme helps it 
he Wii controller obviously gives you a more 


tion to what you're trying to do." says Ва 
т Toshihiro Nagoshi. "I offers an entire 
lence. It even surprised me; it was a lot more 
jun than thought it would be.” Nagoshi and his team at 


Blitz produ 
sort of exp 


nd to take foll advantage of the cont 
mes to minigames. "As we experimented with vari- 
roaches, that led to new types of gar 
hadn't thought of before. We'd create a mini 
it out, we'd come up with e 
л asked how many minigames we ca 
final product, Nagoshi responded sim 
enough." Sounds good to us. —Steve T. 


when it 


s all about the bananas. 
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s all about the bananas. 
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Wii Sports 
Nintendo boils sports 
down to pure-fun factor. 


is going for more-intutive control on Wil, but Nintendo 
g sports back to basics with Wii Sports. Way back-before 
video games themselves, before the Maddens, Tigers, and Top 
Spins, back in the days when people needed baseball bats, ten- 
kets, and golf clubs to play. With Wii Sports, however, you 
won't need а rec room crammed with sports stuff: you'll need 
only the Wil remote. The idea's designed, according to Nintendo 
prez Satoru Iwata, to appeal to the broadest possible group of 
players. How's this experiment paying off? Our Wii Sports fea 
ture on page 38 gets down tothe nitty-gritty. —STEvEN б. 


Trauma Center: 
Second Opinion 


Dr. Stiles still bas 
the healing touch. 


The original Trauma Center was one of the first games on 05 to. 
completely embrace an all-new type of hardware-specific 
gameplay~one that proved saving lives could be just as exhila 
rating as taking them. We expect similar thrills from the sequel, 
which again places you in the scrubs of Dr. Derek Stiles, but this 
time the Wii controller provides the tools for cutting, suturing, 
bandaging. ínjecting-even resuscitating by using the controller 
asa defibrillator paddle. Although Atlus has 
shown Second Opinion in video 
form only, we're anticipating 


another innovative, 
anime-inspired trip to the 
operating room. —CHRis Н. 


Scalpel controller 
attachment not included! 
(We think.) 


TINO POWER 


Red Steel 


> Ubisoft shows us a bit 
of Wii's darker side. ^ 
4 the Tower of Mirrors 
Definitely one of the grittiest titles on our list. Red + See golens, onl 
Steel takes you into Tokyo's underground, where shot. | other beasts beware. 
gun-toting gangsters cast dows under the 
dirty glow of neon signs. Hands-on time withthe game This first-person spin on 
revealed some interesting approaches to the Wii con Dragon Quest lore 
troller-particularlyin regard to the sword battles, brandish the Wi controller as 
where flicks of the wrist set your sword to block an a sword. Which is more excit 
oncoming attack, The gun-aiming aspect worked as ing; the fact that the game is 
expected aiming is faster and more accurate than being developed by the соге 
with a conventional controller. —Снев $. O staff or the fact that 
Square Enix announced itas 
a launch title? Сни H. 


12 Excite Truck 


ET blasts off and leaves a safe 0 
landing up to you. 


The GBA Fire Emblem game 
it-contained, but the 


set in the 


Nintendo's Excitebike thrilled NES and N64 players with huge jumps and a speed advantage for square landings. Excite Truck 
takes that lly-and-finish concept into the Wii generation. Holding the Wii remote as you would a classic controller, you tilt the 
device left and right to make your monster truck turn, and you twist the controller forward and back to adjust your vehicle's 
pitch in midair. И all four wheels hit the dirt at the same time, you'll earn exhaust-pipe-blazing boost speed to rocket past the 
competition. The game is pick-up-and-play to the extreme. Anyone who grabs the remote vill be tearing up the track (and 
morphing it with power-ups) in seconds. —Gtonat S. 


land a 
Radian 
of th 
as the thief Sothe. Little is 
known about the story, but. 
we've learned that it takes. 
v Рой and 
tie up loose ends. A bril- 
ant, but short, £3 video was 
enoughto place it high on our 
list. — toner S. 
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competition. The game is pick-up-and-play to the extreme. Anyone who grabs the remote vill be tearing up the track (and 
morphing it with power-ups) in seconds. —Gtonat S. 


land a 
Radian 
of th 
as the thief Sothe. Little is 
known about the story, but. 
we've learned that it takes. 
v Рой and 
tie up loose ends. A bril- 
ant, but short, £3 video was 
enoughto place it high on our 
list. — toner S. 


Cute, cuddly, and 
ready to eat you. 


Last month, we speculated that Rayman producer Michel Ancel 
might be going a ite bit crazy; ater watching the hilarious ЕЗ 
trailers in Ubisoft's booth about his upcoming Wi platformer, 
we can, thankfully report that #З ай true, After creating reia- 
tively solemn works like Beyond Good & Evil and King Kong, it's 
obvious Ancel's studio is looking forward to churning out some 
full-blown belly laughs. 

Raving Rabbids locks to be absolutely bonkers- possessed 
bunnies have taken over the night, threatening to destroy the 
worid, and it's up to the limbless hero to take care of the infes- 
tation, Fortunately, Rayman knows their one weakness-danc 
ing. By putting оп various disguises and rocking out to different 
genres of tunes, Rayman can assuage the creatures violent 
tendencies 

Ancel has a lot of ideas for how to wield the Wii controller; 
you'll use it to get your dance on, but he's also hinted that you'll 
be able to attack with kong stye moves Rayman wil ride a 2202 i 
variety of animals during his quest, as well-you can expect the Kill tha Wabbid! Kill tha Wabbid! 


control methods to match his various steeds. cis 5. 


Forgive us, but with по arms and legs, Rayman doesn't seem like that meaty Ме haven't seen this much purple since Prince came to town; are the bunnies 
of a target. We suggest the Rabbids look for a target of Wario-like proportions. mesmerized by the dancing ог by that awesome costume? 
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Sonic Wild Fire 


A return to form 
for the blue blur. 


Sonic's Wiexclusive adventure has us excited because it seems 
torecapture the spirit of the hedgehog's 16-bit heyday. Even 
though the camera is positioned behind Sonic, the game feels a 
lot ike an old-school si The world's fastest insectivore 
runs on a linear path, and you simply tilt the controller (while. 
holding it horizontally) to move him from side to side, flick it to 
have him execute a homing attack, and press a button to make 
him jump. That's pretty much it. Just like the old Genesis 
it's ай about high-speed thrills and quick reflexes (with bı 
‘routes and hidden power-ups giving the game subtle depth) 
When asked about the inspiration for Wild Fire's Arabian Nights 
theme, director Yo) пва, “The core concept was 
basically to revolutionize Sonic 
vet try something entirely new. So | wanted to make sure that he 
had a new environment lo play in. Since Arabian Nights has 1001 
stories, it allows for a variety of different environments and a 
variety of things for Sonic to do." —Steve T. 


We want 


o return to his roots, 


Occasionally the camera will swing around to give you a better 
View of certain obstacles. If you ask us, that’s a better way to 
inject a bit of variety than fishing with a morbidly obese cat 
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hronicles for the GameCube had immense potential asa. 
35 held back by clunky (and expensive) GBA con: 
ids, we have high hopes for The Crystal Bearers. 
was visually striking, with a look reminiscent of 
ils remain scant, but the game's director 
ion of groundbreaking control and RPG tra- 
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Super Smash Bros. Brawl You guys don't look so 


ine it on! 
Mario, meet your . Bring it on! 
new friends. 


Nothing got the wheels of speculation spinning faster during E3 
than when Nintendo unveiled some of the new Smash Bros. 

Brawl characters. Afte 
ingon internet forum 


N 


и, there's been nonstop ги 


since Melee launch 
gorgeous third 
schoolers have bee 


t of the iconic tights 
oping for Kid Icarus 
ning. IIl be fun to have Kirby square off vs. Meta Knight, and 


pit Metroid's pr 
Samus, but 


nist against her alter ego, Zera-Suit 
about is Solid 


figure to 
plays 


him? We'll keep our fingers crossed. Gs. 


Along with all he 
new characters, Super 
Smash Bros. Brawl 
features updated 
looks for core charac 
ters like Link, Mario, 
and Pikachu. 


GQ rown 
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WarioWare: Smooth Moves 


His master plan: 
to crash your party. 


When Nintendo's WarioWare streaks onto Wii, itl have the series surreal style. 
and quicksilver microgames, and like every WW since its GBA debut, Smooth 
Moves will translate new technology into hyperkinetic new ideas. According! 
series producer Goro Abe, that means using the Wil remote to draw the pla 
into a world of motion that would make even mimes work overtime. Running with 
that idea makes Smooth Moves a very different animal than Mega Party Game$, 
\WW's previous console romp, says the producer. That title had multiple players 
watching the game while competing. Smooth Moves puts one remote-holding 
player in the hot seat (though the nunchuk might be used for 2P interaction), 
while others have just as much fun watching the player as the game itself. Future 
WarioWare concepts on Wii might focus on multiplayer competition using multi- 
ple wii controllers, or even new concepts via Nintendo Wi-Fi Connection, says 
‘Abe. But this one's all party animal, ай the time, Sri 6. 


т Smooth Moves 

makes you hold 

the remotein ans 
many different 

styles: denching : 
ito pump iron, 

for instance. 


The Big Kahuna 


To balance 
You'll busta a broom in ? — 
move, or a hip, your palm, 4 
in a hula hoop. you'll use what 
game fueled by WarioWare: 


your gyrations. 


The Dumbbell eme. Ihe Waiter 


The Mohawk style asks 
you to put the remote. 
on your head to power 
a bodybuilding game. To blow up a balloon, 

you'll grip the remote. 

in both hands in the 

Handlebar style, then m СЧ 
pump up and down. 


1 The Sketch Artist 
4 To put dentures x - 


Г into а woman's ` 

| mouth, you'll 
move the remote 
precisely to posi 
tion them, then 


The Handlebar lteally shove ‘em in. 
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The Mohawk 
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е JA The Legend of Zelda: 


Resident Evil D Twilight Princess 


We just want to be Three E3s of Zelda 


Master of Controlling. bombsbells later 
Well admit it-we know absolutely nothing about the Resident What a long, strange trip it's been for Link. And for us all, as we've counted the daysunt 
Evil wii game that was announced, so putting it at #4 on our list | Twilight Princess would see the light of day. Two yearsago, Zelda fans were ecstatic about 
our favorite series. If Resident Evil stays on the ath paved by Midna and an eerie Twilight Princess storyline. This vear, we've learmed tı ersion 
REA, the remote could be perfect lor frenzied, FPS style zom: of the game will give us a wide-screen en- al the better to see more targets and shoot 
dee bissig. And it's hard for us toimaginea better way to c them with Link's remote-controlled bow. Wii revelations went on and on at ЕЗ ‘O6. 


make a chainsaw controller attachment. . ..—CHais 5. your remote-clutching fist via an embedded speaker. But that's not all we've learned. 
Turn to page 44 for more. Steven б. 


Gaming's first lady will 
be ready for launch, 


Could the final chapter of the 
Prime trilogy be tbe best yet? 


опе of the ways Nintendo showcased the Wii controller during 
its introduction to the press last year was with a retrofitted ver 
sion of Metroid Prime2. Though I was skeptical of the con- 

to play MP2 made a be 


troller at first, из 
of me. And early hands-on time with Metroid Prime 3 has only 
bolstered my faith. If they can work out a few early kinks, 
Retro will revolutionize the way we play first-person shooters. 
оп consoles. For more on Corruption, check out our Q&A with 
праве 34. —Steve T. 
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THE Wii 
‚ТОР 25 WANT, 


Ж | 
s 1 Super Mario Galaxy 


Galaxy goes where no Mario bas gone before. . 


Take ай of your basic assumptions about a next-gen Mario platformer; now blow ‘em up with a 
big. big bang. You'll end up with a clearer concept of what it's like to play Super Mario Galaxy. . 
Itfeels ike a Mario platforrper should- just as bouncy, colorful, and zany as ever. Classic 
foes and friends abound: Goombas, Bullet Bills and Toads were all over the ЕЗ demo. 
‘And the plot is taken right from the Mario Platformer Playbook, centering on the 
rescue of an abducted Princess Peach. 

But Super Mario Galaxy advances the play experience and the game 
design so much that it'sthe quantum leap we've all wanted since Super 
Mario 64. The setting alone would put t into a unique orbit, since Mario is 
heading into space in search of Peach. That means running around 
whimsical asteroids, dashing along the underbellies of miniplanets, 
‘and soaring from one heavenly body to the next in an extra-extreme 
form of platforming. " 

But It's the way Super Mario Galaxy uses Wii remote-and-nunchuk 
control that propels the game tothewery top of our most-wanted 
Wiigames list. We saw many classic Mario moves in play at E3: 
running, jumping, triple jumping and others. But we also wit 
nessed unmistakably new moves. You'll spin the remote ever 4 
so slightly to send Maria into a whirl, used to slap foes , 
around, shake down coins from bushes, and power upthe 
star cannons that blast him into space. You'll also use the 
remote as a pointer to poke and prod the environment. 
while Mario's on the run, whether to ring bells to scare 
up secrets, daze foes with the glowing pointer trail, or 
blast away with shooting-gallery glee to nab astral 
power-ups. The remote will also let you latch onto 
Sticky stuff in the world, pullit back as if it's in 
your hand, then let go, all to fire Mario asif froth 
slingshot. Miyamoto has also commented * 
that at leasttwo players willbe able to play 
the game at thesame time, one person con 
trolling Mario while others use remotes to 
help (or hinder) the hero. . 

There's one more dazzling detail " 
Galaxy is being developed by 
Nintendo's Tokyo team, which 
brought the brilliantly bizarre world д 
and bosses of Donkey Kong Jungle 
Beat to life, All combined, Mario's m 
Wii trek adds up to something 
much larger than we ever. 
dreamed. — SttveN б. 


you and Mario? In гр 
Bl play, that's the whole idea. 
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CUBISM 


Though all eyes were on Wii and DS at E3, the Nintendo GameCube 
continues its run with а big 2006 lineup. sy seorgesintieia 


Ibroughtus Animal Crossing, Eternal 
Darkness, Pikmin, and Killer 7. it caused а stir 
With The Wind Waker art style and Link's 
dominance in Soul Calibur t. t has hosted 
four Mario Partis, introduced Sunshine to 
Super Mario and Prime to Metroid, and was 
the first stop for Viewtiful Joe andthe theyre- 
matzzombies of Resident Evil 4. And, inthe 
coming months, Nintendo GameCube will be 
part ofone of the most anticipated gaming 
‘events ever: the release of The Legend of 
Zelda: Twilight Princess, We've been rolling 
with Wi lately, ut there's still plenty of gas 
left in the tam. and since Wi will be 
backward-compatible the GCN library will 
live on in the new generation. Following are 
some of the consoles highlights for the sum- 
mer ard fal, including a surprisingly multi 
mensional adventure for Paper Mario. a fight- 
ing follow-up for the Naruto crew, anda new 
beginning for Spyro the Dragon. 


Super Paper Mario 


Known for its inventive graphics, RPG ele- 
ments, and humorous tone, the Paper 
Mario series is taking a 90-degree turn into 
the third dimension and an action-heavy 
move into the platforming realm. At first 
glance, the world of Super Paper Mario 
looks lie the traditional 2-D Super Mario 
Bros. environments, only with trees made 
of multicolored overlapping squares, and 
clouds as faint chalk outlines in geometric 
shapes, The flat-as-a-mat interpretation of 
our favorite plumber runs alonga 2-0 
plane, stomping Koopas and Goombas, and 
breaking bricks with joyful old-school fer 
Vor. That is until an R-Button- triggered 
camera rotation exposes the world as а 
solid object with unseen depth; a world 
where if you can't get past a wall of bricks, 
you rotate the view to discover that the 
obstacle is but a brick thick; where 
Mushroom Kingdom critters, when rotated, 
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become pixel-wide nonentities. Camera 
rotation even helps you cross a gap when 
the rolling hills that look like a distant 
backdrop in the 2-0 view turn into a new 
path for the plumber in 3-0. It works the 
other way, too. A staggered jumble of float 
ing blocks in the 3-D world transforms into 
an inviting stairway when you look at it 
from a flat perspective. 


Another interesting turn isthe inclusion 
of Peach and Bowser as playable charac 
ters. While Mario's R-Button power lets him 
rotate his world view, Peach's Rtriggered 
parasol move lets her float over gaps and 
packs of enemies. Bowser breathes fire, 
letting him blaze a path to his goal. The 
members of the trio also make use ofa 
Fairy follower who grabs enemies, acti- 
vates a superpowertul stomp attack, and 
transforms intoa foe-smashing hammer or 
an explosive device. 

‘Additional help comes from power-ups 
and items. The power-ups include a mush: 
room that refills your character's health, 
flowers that speed up or slow down your 
character's moves, and a group of mini 
Marios. Bowsers, or Peaches that mimic 
the lead character's actions, А Starman 
turns your fighter into а giant version of his 
or her 8-bit self to lord over the landscape. 
Though you can stomp enemies as you 
would in classic Super Mario Bros. titles, 
you can also attack them with button- 
 mashing-triggered items in a way that 
recalls the turn-based battles of previous 
Paper Mario games, The Fire Burst item 
builds power as you press the A Button 
repeatedly. The ce Storm increases in 
strength as you move the Control Stick let 
and right 

Enemies are a mined bag, too. Some 
come from previous titles, but others are 
new, such as sketchy squares with legs, and 
а dragon that roars through the scene in 
both 2-0 and 3-0 perspectives. More 
details will become available as the game's 
fall launch approaches, 


With the recent Super Princess Peach 
DS release and Peach's participation in 
Paper Mario, the princess is moving to 
the forefront, 


He grew to monster size in New Super Mario 
Bros. Now Mario goes big with vintage flair 
in Super Paper Mario, 
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Naruto: Clash of Ninja2 


‘Theniinja-in-training with the spirit of anine- matches ako increases: The first title invited 
tailed fox exhibits his expertise with the two players to have it out, but the sequel 
Ninjutsu form in the second GCN-exclusive offers gaming forfour in any configuration of 
Naruto battler. Twenty fighters from the co-op play oF every-ninj-for-himself batting. 
Cartoon Network series Naruto join class- Single player-modeskirmishes, too, incorpo- 
‘mates Naruto, Sakura, and Sasuke to double rate up to four fighters. 

the roster of characters from the original title. The game has more than a dozen modes, 
Thenumber of participants in multiplayer including Training, Shopping, Time Attack, 


Survival, and the unlockable CPU 
Demo, which lets you play the part of 
spectator in a brawl between com 
puter-controlled fighters. That will 
give you a chance tolearn the tech 
niques that are unique to each char 
acter and use them in your own 
bouts 

The televisioni show has gained a 
large audience since its debut last 
year, and the new game builds on 
that popularity by following the 
show's storyline and staging battles in 
30 eries-inspired locations. Stepping 
upin visual flair from thefirst Naruto 
brawler, the sequel'scel shaded 
graphics should give players а 
Naritoexperience that closely 
resembles that of the show. 


With four fighters at once, Naruto: Clash of Ninja 2 can tell 
а more-complex story than the original title. 


Madden NFL 07 


First power, then finesse-thar's the formu: 
la that a successful lead-blocker-andirun- 
ning-back duo use on the gridiron, Its 
17th installment, EA's Madden NFL series 
centers on the offensive push at theline ot 
scrimmage, followed by the drive ta the 
first.down marker: it's all jukes, slashes, 
cutbacks, and high steps. With the game's 
lead-blocker control scheme, you start by 
making a hole for the running back, then 
‘switch your control to the ball carriéf for 
the breakthrough run. The Highlight Stick 
(C stick) lets you to execute player-specific 
running moves just like the ones od zee on 
Sundays. 

‘The game improves on the other side of 
the ball, too, by opening up the defensive 
playbooks. For the first time, you can call 
тип. апа pass-stopping plays that are 
unique to your NFL team, 
anchise mode adjustments ofet col 
lege-plaer scouting system and the. 
Franchise Player Roles feature, which lets 
you monitor the progress of key players 
from around the league. 


Madden NFL 07 gives run proctectors their due and lets you 
control two athletes in a running play for the first time. 
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centers on the offensive push at theline ot 
scrimmage, followed by the drive ta the 
first.down marker: it's all jukes, slashes, 
cutbacks, and high steps. With the game's 
lead-blocker control scheme, you start by 
making a hole for the running back, then 
‘switch your control to the ball carriéf for 
the breakthrough run. The Highlight Stick 
(C stick) lets you to execute player-specific 
running moves just like the ones od zee on 
Sundays. 

‘The game improves on the other side of 
the ball, too, by opening up the defensive 
playbooks. For the first time, you can call 
тип. апа pass-stopping plays that are 
unique to your NFL team, 
anchise mode adjustments ofet col 
lege-plaer scouting system and the. 
Franchise Player Roles feature, which lets 
you monitor the progress of key players 
from around the league. 


Madden NFL 07 gives run proctectors their due and lets you 
control two athletes in a running play for the first time. 
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Previously Previewed 


Baten Kaitos Origins 
Exclusive to he GCN, the second large- 
Scale RPG nthe Baten Katos series takes 
place 20 years before Eternal 

the Lost Ocean, and explains fars 
transformation from benign territory to 


gand 


evilempire. The story promises plenty of 
alleglance-altering twists, andthe adven 
ture wil be loaded with long battles and 
side quests, The real-time, card-based 
fighting system overhauls the original 
games battle system for tight paced and 
tense conflicts, 


ora late 


ıe games: 


September release. Look lor feature 
length coverage ina future issue. 


Tom Clancy's Splinter Cell: 
Double Agent 
If you spend enough time with the wrong 
element, you'll change; your view of right 
and wrong wil ter Ubisoft's fourth GCN 
Splinter Cel title, due n September 
examines superspy Sam Fisher's too- 
close-for-comfort exposure toa terrorist 
organization, and explores how far he 
he trust o 


his underworld contacts. The alliances 


Will go to eam and maint 


Fisher forms determine the story's direc 
tion, Wherever it goes, the path is sure to 
bri 


weaponry and astory that concerns the 


us combat with near-future 


fate of the free world. 


LEGO Star Wars li: 

The Original Trilogy 

The Star Wars films unraveled the epic in 
backing up for the prequels to 
cover what happened log before Luke 
found tea in tion cell. But 


rever 


det 
everything is asit should be in the LEGO. 
Star Wars universe, The first block party 
led to the construction of the Death Star 


second one blows it apart, bit by 


LEGO bit. It alse 
Wars franchise by offering new charac 
ters (50 of them), a fleet of classic vehi 
cles (the Millennium Falcon among 
them), and the most memorable scenes 
of the series. (Could anything beat the 
battle of Hoth with LEGO versions of 

Imperial walkers?) The game is set to 

'elease alongside individual DVDs of the 


original trilogy’s films this fall 


the LEGO Star 
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Using the DK Bongo to create rhythmic 
energy, Bongo Blast is a Jet Barrel race. 
through Donkey Kong country. 
‘Alternating bongo hits bring your jet up. 
o speed. If you favor one drum, your 


vehicle will bank in that drum’s direction, 
and when you d. 
off, By collecting power-ups hidden in 
floating balloons, 


our barrel will blast 


u can earn ammuni 


боп to use against your Kremling com- 
petitors. 
g the races are a jungle run and a 
‘over a waterfall, a dangerous 
igh the middle of a volcano, 
‘and a beach dash that features underwa- 
ter runs and a side trip on speedy sword- 
fish Enguarde. 

members of the OK family match up 
with Kremiingsin split 
upto four players. The game is compati- 
ble (and nearlyas fun) with the standard 
GCN controller 


ееп racing lor 


The Legend of Spyro: 


A New Beginning 


— — 


Donkey Kong rockets through familiar 
surroundings in the rhythm-fueled 
Bongo Blast. 


ugh The Legend of Spyro: A New 
Beginning is not based on a movie, it does 
aspire to cinematic quality. Its castis head 
«d by Elijah Wood as the voice of Spyro, 
David Spade as Sparx, and Gary Oldman 
(Sirius Black in the Harry Potter films) as. 
ignitus; the art is dark and dramatically lit 
{for a Spyro title, at least) and the adven 
ture explores Spyra's early days on the 
swamp (a Hollywood-style origin story. 
Gameplay promises a greater focus on bat 
tle over previous Spy As the young. 
dragon explores his rots, he acquires a 
repertoire of fury attacks and upgradeable 
elemental breath attacks, and takes on an 


unprecedented number of incidental ene- 
mies and boss monsters. The fighting-and- 
flying action begins in Octob 
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arch of the Minis, a DS 
M sequel to 2004's GBA 
puzzler Mario vs. Donkey Kong, 
cuts out the middle Mario, letting 
you put the hero’s wind-up dop- 
pelgangers into motion directly 
through touch control. You've got 
to watch them, though. They can 


really move, and they don’t know 
how to stay out of harm's way. 
The more toys you guide to the 
goal, the more ammo you'll have 
when you confront the big ape for 


arch of the Minis, a DS 
M sequel to 2004's GBA 
puzzler Mario vs. Donkey Kong, 
cuts out the middle Mario, letting 
you put the hero’s wind-up dop- 
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through touch control. You've got 
to watch them, though. They can 


really move, and they don’t know 
how to stay out of harm's way. 
The more toys you guide to the 
goal, the more ammo you'll have 
when you confront the big ape for 


When Mario and Donkey Kong last 
clashed, it was over DK's zeal for col 
lecting Mini Marios, the monkey 
made off with a bagful of the little 
buddies, so the hero scurried after 
hin. acting as Pied Piper tolead the 
mechanical masses back to his toy 
bor. In the new chapter of the sto 
ried rivalry, there are enough Mini 
Marios to go around, as well as Mini 
Toads, Mini Peaches, and, yes, even 
Mini Donkey Kongs. DK is still going 
ape, though, and this time it's over a 
giri. When Pauline, the original 
‘object of DK's desire, has the choice 
of cuddling up to a Mario toy ога 
miniaturized Donkey Kong, she 
selects the tiny plumber, a decision 
that may have something to do with 
that kidnapping incident in the old 
days. Kong takes the news poorly 
and-you saw it coming-kidnaps 
Pauline again. Now it's up to the 
hero's army of Mini Marios to take 
over; they must scour Super Mini 
Mario World and put the monkey in 


Owpiwn Шю on фе 


his place. Not all of the minis will 
make lt to thelr goal, but foreach 
опе that hits the spikes, gets bumed 
bby a Piranha Plant, or falls prey to a 
mini Shy Guy, there's another one to 
take charge. The toys will continue 
their relentless march until the mon- 
key gets his due. 


You Guide Me 
ми marios are ай pluck and luck. 
Unless you help them, they'l go 
down in flames, Tap a toy to bring it 
to life, then make it move with a 
‘stroke of your stylus. When one Mini 
Mario runs into another, the itle 
mechs form a sade fle ine and 
continue on their way together. You 
can make a pint-sized plumber hop 
by hitting it with an upward stroke, 
Sink into a pipe by ashing down- 
ward, or stop by giving it a halting 
tap. The little guys will do as you tell 
them, even if it means their demise. 
The goal for each of the games 
puzzielike levels (nine to а floor over 


Сга 2 rra 


CHAINIEONUS 


Go o Ox om 


SCORE 


eight floors) is to get all of the Mini 
Marios in the area to the exit arch. 
That requires as much environmen: 
tal manipulation as toy prodding. 
Walls and bridges are built of blocks, 
‘You can make a structure disappear 
by tapping it, then have it reappear 
by touching an outline at its former 
location. A limited number of blocks 


IDODDDE 
IDDDDDE 


IDODODE 


IDODODC 


hac 


areavailable, so to make one gap- 
spanning bridge appear, you may 
have to dissolve a second structure. 
Many of the enemies that the Mini 
Marios encounter are mechanical 
versions of classic critters, such as 
the aforementioned Shy Guys (on 
which Mini Marios can hitch a ride), 
sideways-sliding crabs on wheels, 


d 
L 


пампом 
uic 


ADIRECT LINE TO DONKEY KONG 


Bananas for the Баре 
DK only has 
eyes for Pauline. 


Donkey Kong 


Mario vs. Donkey Kong 2: 
‘March of the Minis 
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and a mechanoid monkey that jug- 
gles toy plumbers when they waddle 
within its grasp. The Marios deal with 
creatures by using hammers 
(straight out of Donkey Kong), Fire 
Flowers (from the Super Mario Bros. 
series), and several other items. 

n addition to leading the Mini 
Marios to their goal, your task is to 
accumulate a high score. If the little 
guys reach the exit as a group, one 
following the next in a chain, your 
point total increases exponentially. If 
you lead a gold-plated Mini Mario to 
the goal intact, you rack up addi- 
tional points. Every level features a 
floating card embossed with a letter. 
If you manage to collect all of the 
cards on a floor, vou spell u. x.. 
M-A-R+HO and earn a bonus. 

Once you set the toys in motion, 
they follow their own path; some- 
times they'll collect items on their 
‘own, but more often than not they'll 
get into trouble. If you don’t stay a 
few steps ahead of them, you may 
end up with no toys remaining. 


Inside the Machine 

Just as the Mini Marios are made of 
‘many moving parts, so are the 
games levels. Conveyor belts shuttle 
the Mini Marios from one point to 


Seger 


another, but you can reverse their 
flow by tapping a switch with the sty- 
Tus. Floor springs of all kind launch 
the toys skyward. Buttons, which the 
Mini Marios can stomp, make barri- 
ers rise in some places, and fallin 
others. Elevators take the toys to. 
new heights and depths. 

Each floor follows a different famil- 
iar Mario theme that influences the 
types of objects and obstacles that 
you'll encounter. The Plumber World 
floor, for example, features intricate 
pipe layouts, some of which have 
joints that you can turn to control the 
flow of the miniature playthings. The 
Tropical Beach floor has rocks that 
break into sand under the weight of 
the toys. Once you know how each 
puzzle piece affects the movement of 
your Mini Marios, you can hatch a 
plan for getting them from one point 
to the next without getting stomped, 
burned, or impaled. victory requires 
puzzle-solving instincts and perfect 
‘execution. 

Ajoumey through each floor ends 
with a duel versus the big monkey, 
and the Mini Marios that youve 
saved from the dangers of the last 
level are your bullets. The wily 
Donkey Kong appears on the top 
screen, moving in and out of the 


No taskis too tricky for the richo- 
cheting wonder of the Mini Marios. 


One push of a button changes 
everything 


— b 


If you don’t want a platform to 
collapse, don’t build it out of sand. 


‘scene. You aim a Mini Mario cannon 
on the lower screen using touch con- 
trol, and launch when you have an 
‘open shot. One of your toy buddies 
will careen toward Kong and, hope- 
fully, knock him for a loop. If the toy 
hits its mark, it'll walk away 
unharmed. If it meets with its 
demise, youll have one less toy to 
fire at the beast. If you deplete the 
monkey's energy reserves before all 
of the Mini Marios are gone, you will 
win the batte. 


Calling All Kongs 

Do you have a mischievous spirit like 
Donkey Kong? Do you want to send 
other players into fits? It's one thing 
to figure out the game's puzzles and 
guide all of the toys to safety, but its 
another thing entirely to create your 
‘own Mario vs. Donkey Kong levels 
and ic them on your pals. March of 
the Minis’ level editor lets you create 
the platforms, place the obstacles, 
and plant the enemies. Since there 
are eight themed floors in the game, 
you'll have plenty of building blocks. 
to choose from. Once you constructa 
level, you'll be able to send it to 
another player via local wireless 
play. or share it with the Wi-Fi 
community by way o Nintendo 

Wi-fi Connection. 

Nintendo's first Mario vs. Donkey 
Kong title wrapped elements of tra- 
ditional Mario patformers into а 
puzzle-action package. The sequel 
changes character control from 
Mario to maay Mini Marios, and 
incorporates touch control, вме 
you the ability to manipulate the 
toys and their surroundings. It's a 
different kind of puzzle-action game, 
but just as compelling. Players will 
begin lining up for the Minis march 
when the game launches this fall. 
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An action-RPG with the emphasis on the action, 
Children of Mana for DS continues Square Enix's 
beloved Mana saga with reckless abandon. 


By Chris Hoffman 


Chaos Theory 


Even though Children of Manais the series’ 
first entry on DS, it provides its thrills not 
through stylus-driven controls (the touch 
screen remains an option for menus, howev. 
er), but via traditional 2-0 top-down combat- 
with an extra helping of chaos. Each dungeon 
is crawling with hordes of Rabbites, zombies, 
animate swords, and assorted nasty criters, 
and thanks to a physics system dubbed o. 
chet reaction,” even battles against the most 
common adversaries promise complete may- 
nem. Newton's third law of physics-forevery. 
action, there is an equal and opposite reac 
tion-is in full effect in CoM. When you attack 
an enemy, it can (and probably will) smash 
into other foes, nearby objects, walls, or even. 


he world of Mana is in danger once again. Evil 
forces, led by a mysterious dark-cloaked man, 
are threatening the Mana Tree, the symbol of 
life and the magical protector of the land of 
Illusia. After four young heroes—Ferrik, the 
warrior; Tamber, a fighter who relies on 
speed; Poppen, the magic user; and Wanderer, a 
burly bunny—are spurred into action by 
tremors within Illusia itself, they discover that they are 
the only ones who can put an end to the peril. This simple 
plot commences Children of Mana, the latest installment in 
Square Enix's magical Mana series. 


your hero, and these entities may in turn cre- 
ate collisions of their own. The result ba 
cacophony of combat. 

When you're joining forces with up to three 
other players (the entire game can be played 
in four player mode via local wireless connec 
tion, as long as each player has his own game 
card), the mayhem gets even more out of 
control. Cooperating in multiplayer mode will 
give you а distinct advantage over the enemy 
legions, especially during the awesome boss 
encounters, but theres always room for ai 
бе friendly competition. If you “accidentally” 
smacka barrel into your ally and knock him 
silly, you might as well grab the treasure he 
was trying to snag for himself. 


Children of Mana is 
filled with action, 
while the bottom 
screen is packed 
with info, including 
J locations of allies, 
enemies, and 
treasures. 
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Kids’ Stuff 


Since combat is such a major focus of 
Children of Mana, the developers at Square 
Enix have included numerous features for 
keeping the battles varied and to the player's 
liking. Four types of weapons become avail- 
able as the adventure progresses: swords, 
ай, bows, and hammers, any two of which 
can be equipped at any time. Each weapon 
hasa conventional primary attack, as well as 
а secondary function that's activated by 
holding down the attack button for a few sec- 
опо. The sword creates a reflective shield 
that knocks back enemy arrows and other. 
projectiles; the flail acts as a grappling hook 
that can pull you toward objects (or pull ene- 
mes toward you); the bow releases musical 
notes that stun foes; and the hammer pow- 
ers ир to unleash a ground-shaking blow. 
Additionally, a meter in the lower-right cor- 
ner of the top screen fills up whenever your 
hero attacks enemies or takes damage. 
When the meter is full, you can press Select 
to enter Fury mode, which temporarily adds. 
 more-powerful charge attacks to the 
weapons, such as a time not spread attack 
for the bow and a crazed spin maneuver for 
the hammer. 

Like inall other Mana games, elemental 
spirits are also on hand io aid in the heroes’ 


The Gleam Team 


‘You'll get to put all your acquired skills to 
the test in Children of Mana's beautifully 
drawn towers, caves, deserts. and land- 
scapes, The dungeon design in CoM differs 
from that inother Mana games and was 
conceived specifically with multiplayer 
gameplay in mind; instead of solving puz- 
zies or throwing switches, you proceed 
through the dungeon by seeking out pre- 
cious items called Gleamdrops. These com- 
pressed forms of the Mana Tree's power are 
frequently inside breakable objects or in an 
‘enemy's possession, and by finding one on 
‘each floor and placing it on a source of 
energy called a Gleamwell, you'll be able to 
move on to the dungeon's next level. To 
make things even more interesting, many 
of the dungeons are constructed in random 
fashion to provide a fresh experience when 
you return for recreational monster-slaying, 
or if you embark on one of the game's 
‘optional side quests. 

As the offspring of the SNES's Secret of 
Мала, one of the most revered names in 
action-RPGs, Children of Mana has a distin- 
guished reputation to live upto. When it 
hits North American shores later this year, 
we'l find out if its focus on action and mul- 
tiplayer fun are enough to meet fans lofty 
expectations 


quest All eight spirits- 
‘Salamander (fire), Undine (water), 

Jinn, (wind), Gnome (earth), — A 
Luna (moon), Dryad 

(ee), Wisp (ight, and Shade 

 (dark)-are selectable from the 

games outset. By holding, 

down the 8 Button, you can. 

‘summon your chosen spirit; if you let it be, it 
will unleash an elemental attack spell (such 
as Salamander's fiery explosion) 

after a few seconds, bu if your 

character makes con- 


assistspell (such 
as Wisp's healing spell or 
Undine's ability to add ice 
to your attacks). 
Asif that weren't 
‘enough central over your 
‘character's destiny, Children 
of Mana features plenty of 
‘weapons, armor, and accessories to equip, 
alongwith a gem system that lets you build 
‘up your hero as you desire. By finding gems 


and equipping them to a grid, characters can 


acquire numerous abilities, including stat 


boosts, more-advanced 

magical attacks, defense 
against negative status 
effects or skis like autoheal- 
ing or projectile attacks. You can 
‘And hundreds of gems, and even 
call on the services of gem specialists 
to combine gems, thus creating new effects 
or forgingan amalgam that takes up less 
precious grid space. 


Every dungeon in 
Children of Mana culmi- 
nates with a boss 
encounter. If you can't 
conquer these fierce 
enemies on your own, 
you can always bring 
along some friends for 
backup via local wireless 


tachelemental sprite 
conjures up different 
spells, such as Undine’s 
ability to turn foes into 
snowmen. You can 
make the spells more 
powerful by equipping 
j certain gems. 


TA оона 


Kids’ Stuff 


Since combat is such a major focus of 
Children of Mana, the developers at Square 
Enix have included numerous features for 
keeping the battles varied and to the player's 
liking. Four types of weapons become avail- 
able as the adventure progresses: swords, 
ай, bows, and hammers, any two of which 
can be equipped at any time. Each weapon 
hasa conventional primary attack, as well as 
а secondary function that's activated by 
holding down the attack button for a few sec- 
опо. The sword creates a reflective shield 
that knocks back enemy arrows and other. 
projectiles; the flail acts as a grappling hook 
that can pull you toward objects (or pull ene- 
mes toward you); the bow releases musical 
notes that stun foes; and the hammer pow- 
ers ир to unleash a ground-shaking blow. 
Additionally, a meter in the lower-right cor- 
ner of the top screen fills up whenever your 
hero attacks enemies or takes damage. 
When the meter is full, you can press Select 
to enter Fury mode, which temporarily adds. 
 more-powerful charge attacks to the 
weapons, such as a time not spread attack 
for the bow and a crazed spin maneuver for 
the hammer. 

Like inall other Mana games, elemental 
spirits are also on hand io aid in the heroes’ 


The Gleam Team 


‘You'll get to put all your acquired skills to 
the test in Children of Mana's beautifully 
drawn towers, caves, deserts. and land- 
scapes, The dungeon design in CoM differs 
from that inother Mana games and was 
conceived specifically with multiplayer 
gameplay in mind; instead of solving puz- 
zies or throwing switches, you proceed 
through the dungeon by seeking out pre- 
cious items called Gleamdrops. These com- 
pressed forms of the Mana Tree's power are 
frequently inside breakable objects or in an 
‘enemy's possession, and by finding one on 
‘each floor and placing it on a source of 
energy called a Gleamwell, you'll be able to 
move on to the dungeon's next level. To 
make things even more interesting, many 
of the dungeons are constructed in random 
fashion to provide a fresh experience when 
you return for recreational monster-slaying, 
or if you embark on one of the game's 
‘optional side quests. 

As the offspring of the SNES's Secret of 
Мала, one of the most revered names in 
action-RPGs, Children of Mana has a distin- 
guished reputation to live upto. When it 
hits North American shores later this year, 
we'l find out if its focus on action and mul- 
tiplayer fun are enough to meet fans lofty 
expectations 


quest All eight spirits- 
‘Salamander (fire), Undine (water), 

Jinn, (wind), Gnome (earth), — A 
Luna (moon), Dryad 

(ee), Wisp (ight, and Shade 

 (dark)-are selectable from the 

games outset. By holding, 

down the 8 Button, you can. 

‘summon your chosen spirit; if you let it be, it 
will unleash an elemental attack spell (such 
as Salamander's fiery explosion) 

after a few seconds, bu if your 

character makes con- 


assistspell (such 
as Wisp's healing spell or 
Undine's ability to add ice 
to your attacks). 
Asif that weren't 
‘enough central over your 
‘character's destiny, Children 
of Mana features plenty of 
‘weapons, armor, and accessories to equip, 
alongwith a gem system that lets you build 
‘up your hero as you desire. By finding gems 


and equipping them to a grid, characters can 


acquire numerous abilities, including stat 


boosts, more-advanced 

magical attacks, defense 
against negative status 
effects or skis like autoheal- 
ing or projectile attacks. You can 
‘And hundreds of gems, and even 
call on the services of gem specialists 
to combine gems, thus creating new effects 
or forgingan amalgam that takes up less 
precious grid space. 


Every dungeon in 
Children of Mana culmi- 
nates with a boss 
encounter. If you can't 
conquer these fierce 
enemies on your own, 
you can always bring 
along some friends for 
backup via local wireless 


tachelemental sprite 
conjures up different 
spells, such as Undine’s 
ability to turn foes into 
snowmen. You can 
make the spells more 
powerful by equipping 
j certain gems. 


TA оона 


Child Prodigy 


The Mana Goddess is the ultimate power in Mana- 
‘series lore, but at Square Enix, senior vice president 
of software development Kouichi Ishi is the man 
responsible for guiding the entire Mana series, Not 
only has be been involved with the Mana games 
‘since their inception (the Game Boy original was 
known as Final Fantasy Adventure in North 
America), but he's also the series’ executive produc 
ıer and the man responsible for much of each 
‘game's overall design. We recently had a chance to 
pick the мала master's brain about what to expect 
from Children of Mana and where the series might 
go next 


Nintendo Power: What was the primary goal 
you wanted to accomplish with this install- 
ment of the Mana series? 

Kouichi tshi: Basically, [I wanted to create] action 
that you can feel-very intense action that can put 
you into the game. And multiplayer gameplay was. 
akey factor. 


NP: How did you create that feeling of really 
being in touch with the game world? 

к: Inthe game, ай things-such as your own play 
er, other players (when you're in multiplayer), 
objects, the environment-all kind of interact with 
‘each other, react to each other, when you are play- 
ing. If you attack an enemy, then he will [colide] 
against an object and the object will break, and 
then if you bump into another player then they 
will react to each other as well 


NP: So this is what was called “ricochet reac- 
tion” on the game's preview video. How does it 
enhance gameplay? 

Ki: Heel that the ricochet reaction adds an ele- 
ment of unpredictability, chaos if you will, to the 
gameplay, which in itself is very exhilarating in 
that you don't know what's going to happen next if 
You do certain things, especially when you're in 
multiplayer when you can?t read the actions of 
others. This was one of the things | was after. 
{didn’t want predictable gameplay. 


NP: The cinema scenes are really nice. What 
was it like collaborating with Production |.6 on 
the cut-scenes? 

Ki: Heel that they kept the spirit of the Mana. 
series in their work, and they were very careful to 
preserve that feeling of the series | feel that it was 


a very good experience with them, in the Mana 
series, we always try to maintain this ta ae ye 
atmosphere, and when we asked Production LG to 

ate а storybook-type environment in the animation, 
which is not easily done. I feel that they lived up to 

our expectations. 


Ye cinematics for us we asked them to cre- 


NP: Where does Children of Mana fit into the 
Mana continuity? 

Kien terms of the new Mana series that we're р 
ting out right now, actually, storywise, it's more of a 
prequel. The other game that we are working on, 
Dawn of Mana [for PlayStation 21, is actually the first 
‘Mana series. You can consider it episode 


story in the 
one. Where Children of Mana fits in is 10 years after 
the story of Dawn of Mana, ıt would be the second 
story in the whole Mana universe. 


NP: How does Sword of Mana on GBA fit in? 
Kl There is no exact timeline in terms of Sword of 


Mana's relation to [Children of Mana and Dawn of 
Mana] but... figure that something like Sword of 
Manais in the same word, but it would be years, tens 


of years, later. There is no exact spot where it 


нә: Another thing! noticed from the video was 
the phrase “only once did the sword defy the 
goddess." What does that mean? 

Kt In general, like you to play the game to find out 
the details on what that means. But since thisis 
about the genesis of the story-the birth of the Mana 
Tree, the birth of the sword, the birth of the god 
doss-it all comes downto that. in the beginni 
power of mana in all such things was so immense 
that itwas almost hard to control the powers of each. 
What the sword s trying to do isto control the power 
that is about to be set loose onto the world. That 

much I'm able io tell you 


the 


can hear newer aspects, but you can hear that he's 
kept the Мапа spirit going. 


NP: Since you're in charge ofthe entire Mana 
series, have you given any thoughts to how the 
series might play on wit? 

Ki: t haveno concrete, solid plans right now to 
bring the series to the Nintendo Wi but do fe 
at it would be quite an inter 


after seeing the Wi, 
esting possibility at this point. 


NP: Do you have any plans tobring other Mana 
titles to DS? Personally, ra love to see the 
earlier Mana games revisited. 

Ki: There are several ideas in the works right now 
for the series to go to portable systems, 
unfortunately, I can't really reveal them at this 
time, but we are currently working with several 
ideas for bringing the Mana series to handhelds. 
When that does happen, | believe deeply in bring 
ing different, diverse forms of gameplay through 
the Mana series. 1don' li 
to play the same way, So | will make sure to bring a 
different type of gameplay to anything that will 
come out in the future, 


‘every one in the series 


661 didn't want 
predictable 
gameplay.” 

—Kouichi Ishii 


NP: What's your personal favorite weapon in 
Children of Mana? 

KI: 1 prefer the hammer. The action that wanted 
portray in this current installment iswellrepre- 
sented in the hammer attack. 


NP: What do you feel composer Kenji Ito brings 
to the game? 

Kl: Kenji to has been with Mana since Sword of 
Mana, andit has been a bit of a while since a Mana. 
series game has come out, so there is this sense cf 
going back to something that he created before, I 
feel that he has preserved the legacy of the series 
very well in the music that he composed for th 
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fter years of conflict, the world 

finally seemed to be at peace. Now 
foreboding events are ready to tear the 
world asunder once again in FINAL 
FANTASY III, originally released in 
Japan over 15 years ago. North America 


will at last enjoy a new version of one of 
the most beloved games in the series. 


Square Enix has updated every inch of 
the classic RPG to bring us a brand 
new-game with a heavy dose of old- 


school flavor. 


To call FINAL FANTASY Hi just another 
RPG would be a major understatement. 
Building on the groundwork that the first 
FINAL FANTASY games laid, ЕРІ! con: 
tributed greatly to the genre, and had a 
profound impact on many later games. At 
its core, it was a traditional turn-based 
RPG-during battle, you and your enemies 
took turns attacking, defending, casting 
spells, and using items. But РЕ! contained 
several new features, the best known of 
which may be its job system instead of 
each character being assigned a particular 
class as in the preceding FF games, players 
could choose professions and learn job 
exclusive special abilities. A player could 
change to a new job once he'd learned all 
the skills the old one had to offer. That 
scheme constituted the first experience 
based class system in the genre. FFI also 
marked the first time players could sum 
mon monsters during battle to help them 
fight; Summons have since become a signa- 
ture feature of th 

franchise debut were the adorable 
Moogies, the iconic tedy-bear-tke, pink 
nosed creatures that inhabit the game's 
environments 


Crystal Clear 

FINAL FANTASY Is originalincarnation 
was on the Famicom, Japan's equivalent of 
the NES. of course, its graphics were preity 
ruimentary- simple pivel-deawn monsters 
and blocky dungeon maps were the order 
of the day back then, But what qualified as 
cutting-edge 20 years ago is far trom it 
today. So instead of mating its US debut in 
itsoriginal graphical form, the game has 
undergone a complete makeover. The fols 
at Square Enix have yanked FFI into the 


ries. Also making their 


st century by blessing it with a complete- 
onal look. To achieve the high level. 


pol 
of graphics, the developers are utilizing the 
DS ina whole new way-during some 


events, especially bat 
play on only one screen, allowing it to har. 
ness both of the DS's graphics processors. 
{which would ordinarily power each screen 
separately) to unprecedented detail to the 
handheld. 

In addition to vastly upgraded in-game 
graphics, ЕРИ! also features a new cinemat: 
icintro. But don't expect the rest of the 
game to be heavily laden with CG-Ihe 
designers would prefer to keep the action. 
in the hands of the player. The game's 
director, Hiromichi Tanaka, states, "One of 
the main reasons is so that the players 


s the game will dis 


The ЕИ team v 
to push the OS's 
bilities to the 


Special effects accent a 
cleaned-up combat system. 


FANTASTIC FOUR 


The FINAL FANTASY III saga 
tells thestories of four young 
orphans who are very different 
from one another. The game focus- 
es mostly on Luneth, an intrepid 
boy from the Village of Ur. But fate 
has laid out important roles for all 
of the characters; they must each 
do their part to save the world 
from destruction. 


remain immersed in the game throughout 
the experience of the main theme and main. 
story. 


A Veteran Staff 
Square Enix has filled the team's ranks with 
veterans of the FINAL FANTASY series 
Heading the project is Hiromichi Tanaka, 
who serves as both director and exec 
producer, Tanaka has been with Square 
since the first FINAL FANTASY game, and 
was one of the designers onthe original 
РЕШ understanding of the series is vir 
tually unmatched. He and his group are 
taking the opportunity to tweak certain 
aspects of gameplay, as well. For example, 
the aforementioned job system has been 
altered to provide more consistent game- 
play. Tanaka explains, “in the original ver: 
sion you changed jobs into higher versions 
of the jobs you start out with, but this time 
around the jobs have been rebalanced зо 
that all the jobs are viable to the end 
game." FFV and РМ inspired many of the 
improvements to the job system, particu 
larly the special moves that are available to 
each job. Aside Tanaka, Tomoya Asano is 
working as the game producer-his game 
credits include work on the Full Metal 
Alchemist series. 

vet 
to hear that famed Nobuo Uematsu, com- 


ans of the franchise will be pleased 


LUNETH 
Destiny guides, 
the leader of 
the party's. 
adventurous 
spirit, 


REFIA The only 
girl in the party, 
Refia is an 
apprentice 
metal 
smith—her skill 
plays a large part in 
their adventure. 


poser of the game's original score, has 
returned to supervise the 
the in-game music, as well as to create a new 
orchestra! version of the opening theme. 

The locations of towns and dungeons will 
remain the same relat other, but. 
the new style will bring them to life like. 
never before. Ryosuke Aiba, the art director 
Of FINAL FANTASY XI and a member of both 
the Xenogears and Chrono Cross teams, is 
leading the renovation project. The FFIN 
team put character creation in the hands of 
the acclaimed Akihiko Yoshida, lead charac 
ter designer for FINAL FANTASY XII, as well 
as for the action-RPG Vagrant Story and the. 
GBA hit FINAL FANTASY Tactics Advance. 
His unique and recognizable style, com: 
bined with Aiba's expertise, should infuse а 
huge amount of personality into the look 
and feel of FINAL FANTASY III. 


angem 


e to eat 


The Final Word 

Although ЕШ undergoing major 
improvements in virtually every aspect of 
the game, the original storyline remains 
largely unchanged. The tale 

begins with an earthquake. 

near the village of Ur. reveal 

ing a long concealed shrine 

ina nearby cave. Four 

orphans go exploring A 

deep within the 


Though 
shies than 
Luneth, Arc 
is intelligent 
and loyal. 


INGUS 
f asa soldier 
д in the king's 
army, Ingus has 
seen battle 
before, 


78 „оо оня 
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T ZTHREE'S' 
ACHARM, 


UNLEASH 
THE BEASTS 


One of FFIII's biggest 
claims to fame is the 
introduction of the 
Summon ability. During 
battle, your characters 
can invoke giant mon- 
sters to aid them in com- 
bat. The DS remake 
doesn't include any new 
Summons, but the mon- 
sters and their powerful 
attacks have been given 
graphical updates. 


өт, where they find a crystal emanating 
light. The crystal instructs them to restore 
balance throughout the world. Bewildered, 
the children nevertheless charge off on 
their quest. During their travels, they will 
learn more and more about the mission and 
their destiny as heroes. 

What is changing, however, is the way the 
story is presented. Because this s the first 
time ЕНИ! has reached North American 
shores, it is aso the first time it's been 
translated fully into English. тіс doubt 
less a good thing-developers recognize the 
impact of a well-done translation job much 
more now thanin tho past. Asano is excited 
about the prospects, saying, "The biggest 
feature is that the main characters have 
been given personalities. That, of course, 


You're fired! When you con- 
jure the Summon Ifrit, he'll 
unleash a fiery blast 
against your foes. 


gives more depth to the FFIN world, and in 
the end immerses the player more in tothe 
world.” Given the amazing tales that the 
transiation and localization teams at Square 
Enix have shown they can write, you can. 
expect top-notch storytelling in FFI. 


Finishing Touch 
ıt appears that the game will employ the 
touch screen liberally. Using the stylus, you. 
сап move your character, interact with peo- 
ple and objects, and navigate menus quick 
ly. We were impressed with our hands-on 
time-everything felt very intuitive and fast. 
Square Enixis remaining coy about other 
new features to be introduced with this ver 
sion, but we have some hunches. Fist, 
‘Square has indicated that there willbe 
some usage of Nintendo Wi-Fi Connection, 
allowing online play. But how they intend to 
use the service remains to be seen-cooper 
ative play in custom-designed dungeons, 
head-to-head battles, or maybe the appear- 
‘ance of your characters in а friend's game, 
perhaps? If FINAL FANTASY ГАЙ: Dawn of 
Soulsis any indication, you can also expect 
expansions onto the single-player game, 
including extra dungeons and possible side 
missions. Мете hoping for all of the above. 


More to come? 

and what about other games getting the 
same treatment as FF down the road? 
Nothing is planned right now, but Asano left 
us with hope: "If the reaction of the users is 
very favorable to f ll. we might see more 
f this kind of remake in the future.” 


EEL 
заў 


DNO the h 
to ghos 
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back in " 


“and fri are E 
Fox and friends ang, the series 


Ех comm 
т TS handheld debut. " 


Andy Myers 


s has provided flight 
Ке no other. While 


s two most recent 
Star Fox Adventures and Star F 
Assault—changed the series' direction by putting the empha- 
sis on ground battles rather than on air combat, Star Fox 
Command aims to elevate the franchise with a brand-new 


installments— 


title that focuses primarily on its defining feature: flying! 


FOX TALE 


monster called the Anglor 
er the command of a 


Though Star Fox C Vd isin many 
war rn to the series’ root 
piloting an Arwing feels completely 
new thanks to the DS touch screen. 
Aside from firing your weapons (yo 
activate your main guns by pressing 
any button), all contro! is delegated to 
the stylus. The lower screen is esse 
tially your Arwing's cockpit, and the 
stylus is your tool for interacting with. 
it, doo i steer your craft through the 
game's free-roaming worlds simply by 
stylus around the radar 


Double-tapping the stylus o 
the top halt of the display will initiate 
st, and double-tapping on the 
lower half will slow you down. As 


access to bombs to 


т out of tricky situations, but 
їп Command, you actually choose the 


Impact point by draggin 


| ning the bomb icon onto the rad 
The developers have made room for 
| more-complex moves as well. Holding 
down a button will lock on to an 
enemy (you'l fire a homing missile 
upon releasing the button), while 
advanced maneuvers-loop-the-loop: 
| vum are mapped to. 


screen buttons. But perhaps Fox 


most important trick is making the 
Arwing rol (slide the stylus back and 
forth touch screen), Not ¢ 


The lower screen is where you'll control the Arwing's movements with 
the stylus, and note enemy positions on the real-time radar 


does spinning deflect enemy fire, but. 


it lets you pick up nearby items 


BLAST FR 


AStar fox 
Retrospective 


Star Fox has been among the Nintendo elite since the 
Super NES days, but unlike other franchises, its games have 
been few and far between. Though Fox and falco have 
appeared in the Super Smash Bros. series, only four 
released games bear the Star Fox name. The first, 


M THE PAST 


Star fox (1993—5NES) 


1993's Star Fox for SNES, wasa game way ahead 


ol its time, ushering in the 3-0 era by way of the 
Super FX chip. Four years later, fan favorite Star 

Fox 64 picked up where the original left off, giv- 

ing gamers their frst taste of rumble (a feature 

that has since become standard in console 

games). Another five years passed before we 

‘saw Star Fox Adventures on the GCN. Though the 
game had some flying levels, its focus was an 

‘on-foot adventure story involving series newcom- 

er Krystal. The GameCube has been the only console 
to host two Star Fox games, the other being last 

year's Star Fox: Assault. Most of Assault’s action was 
also on the ground, but the gameplay was more about 


shooting than adventuring. Star Fox 64 (19 


7—64) 


Bombing foes has never been so precise. 
Simply drag a bomb out of your 
ry and directly onto the radar display. 


1f an enemy is hot on your tail, you c 
press the loop-the-loop button on the 
touch screen to turn the tables. 


na 


When you use the Arwing's spin move to 
deflect enemy fire, you'll receive a time 
bonus. 
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stylus is your tool for interacting with. 
it, doo i steer your craft through the 
game's free-roaming worlds simply by 
stylus around the radar 


Double-tapping the stylus o 
the top halt of the display will initiate 
st, and double-tapping on the 
lower half will slow you down. As 


access to bombs to 


т out of tricky situations, but 
їп Command, you actually choose the 


Impact point by draggin 


| ning the bomb icon onto the rad 
The developers have made room for 
| more-complex moves as well. Holding 
down a button will lock on to an 
enemy (you'l fire a homing missile 
upon releasing the button), while 
advanced maneuvers-loop-the-loop: 
| vum are mapped to. 


screen buttons. But perhaps Fox 


most important trick is making the 
Arwing rol (slide the stylus back and 
forth touch screen), Not ¢ 


The lower screen is where you'll control the Arwing's movements with 
the stylus, and note enemy positions on the real-time radar 


does spinning deflect enemy fire, but. 


it lets you pick up nearby items 
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AStar fox 
Retrospective 


Star Fox has been among the Nintendo elite since the 
Super NES days, but unlike other franchises, its games have 
been few and far between. Though Fox and falco have 
appeared in the Super Smash Bros. series, only four 
released games bear the Star Fox name. The first, 
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Star fox (1993—5NES) 


1993's Star Fox for SNES, wasa game way ahead 


ol its time, ushering in the 3-0 era by way of the 
Super FX chip. Four years later, fan favorite Star 

Fox 64 picked up where the original left off, giv- 

ing gamers their frst taste of rumble (a feature 

that has since become standard in console 

games). Another five years passed before we 

‘saw Star Fox Adventures on the GCN. Though the 
game had some flying levels, its focus was an 

‘on-foot adventure story involving series newcom- 

er Krystal. The GameCube has been the only console 
to host two Star Fox games, the other being last 

year's Star Fox: Assault. Most of Assault’s action was 
also on the ground, but the gameplay was more about 


shooting than adventuring. Star Fox 64 (19 


7—64) 


Bombing foes has never been so precise. 
Simply drag a bomb out of your 
ry and directly onto the radar display. 


1f an enemy is hot on your tail, you c 
press the loop-the-loop button on the 
touch screen to turn the tables. 


na 


When you use the Arwing's spin move to 
deflect enemy fire, you'll receive a time 
bonus. 
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FLIGHT TIME 100 
PATTERNS чаш 


TIME 100 


SkyBunny Laser typ: Plasma 

" " Lockon: Single 
Fox Command, as its name suggests Bomb 
offers a newelement: strategic com- Shield 


manding. While engage 


п one of the Boost 
Time bonus 


your deployed vessels (one of 


which is Fox's Arwing) to 
mother ship, Great Fox. Be 
equences you're given control of 
ship's basic ro 
ust draw with the stylus. These seg: 
vents are tum basel -Von move, 

ther the er 


Tbeb 


radar! They! ing! 
uk er 


moves, Flight pat 


terns must be 


ship can go only a certain di 


awn carefully, as each 


based on how much fuel is a 


» fail during a battle 4 

hins can overtake w- d 
you quickly and destroy y 
This all-new aspect of gameplay is the 7 
game's most surprising feature. It may 

| complex, but i's a lot of fun, Protect the mother ship at all costs! Draw flight routes You'll havea limited number of rounds to achieve 
s break up the game's using the stylus to thwart enemy plan. your goal, and limited time to complete a skirmish in 

action-packed ait battles, one piece. 


LYLAT AND 
BEYOND! 


mand isn't just the first 


dition, the 
title will be playable over Nintendo 
Wi-Fi Connection, enabling worldwid 
dogfights for up to four play 


Furthe on Star Fax Comman 


are still under wr; 
that me 


but we do know 
he original Star Fox 


and Star Fox 64 development 
e hard at work on this title, Star Fox 
'omman ndoubtedly one of the 


best DS games shown at ЕЗ, and it 


n the show floor, 


one of our most ant 
os titles this year, and willlikely bea 
frontrunner for best Wi-Fi game. When 
Star Fox Command lands this August, 
Fox fans can rejoice—this 


thy of bearing the 


82 oco row 


In-depth reviews of the latest games 


мера Mori does à lot of 
nétiorking. He's back 
With two versions of 
Batlle Network 6 


WillOS met ey 
Point Blank the 
тәң? 


Break Èri Al рде а 
dassie with touch «бао! 


suus 2006 83 


WHAT WAS YOUR STAND- 
OUT DS GAME OF ЕЗ? 


Another E3 in the books, 


another great showing 
by the Nintendo DS 
weasked our reviewers 
their handheld 
highlights. 


CHRIS HOFFMAN 
Two sues ago | sald 
was hoping lor a 


FREE RIDE =. 


CARS your own leisure to advance the always beneficial to wander off r 
тта sloryanduntock more areas. Cars course during a race, as you'll be d 
looksand plays well, much tothe transported back to the track at a оак 


PLATFORM: NINTENDO GAMECUBE The 0S willbe an RPG 


NB T credit of the game's playful driv. higher position! en eine ipe 
тунок: RAINBOW STUDIOS ing physics and special moves, The sandbox aspect of Cars is tan polly choose 
бв: EVERYONE which includejumping and driv- fun at first, but once you realize among Final Fantasy I 

ing backward. You'll play primari- that there's not much to do aside Nagial vacation, and 


Gilden of Mana? 


Open-ended, sandbox-style as the movie's main character, from racing missions, you'll start. 
games are a dime a dozen, and Lightning McQueen, thoughsome to wonder whyit's a sandbox cuen cu vt 
predictably aimed at adult missions will put you in control of game at all. You can collect bonus А їз a little early to fully 
gamers, With Cars for GCN (based other cars, such as Guido and points and play a few minigames, be singing its praises, 
on the Disney/Pixar movie of the Mater. (Mater's destruction-derby but for the most part racing is the BE bet Children of ana 
same name). THO and Rainbow ^ — raceisoneofthegameshigh- only worthwhile activity. And Ще 
Studios are trying something dit- lights, harking back to the old traveling from one race to the feila le alai we. 
ferent: afamily-friendly sandbox school arcade game Super Off next gets old quickly inthe р 
game. In some respects, they've Road.) Although the basic con- game's expansive world, especial- anor avans 
succeeded. The game, surprising: trolsin Cars are amusing, they Iy while attempting to navigate its N 
lv, takes a number of cues from also contribute the game's low near-useless map. It's too bad, GDC dender 
Grand Theft Auto—you can go difficulty, even when you're play- really, because Cars has the mak reservations about con 
anywhere you want whenever ing on the higher of the two diffi- ings of a great all-ages sandbox Ат 
you want, and take missions at culty levels. The game is unduly game. It looks nice, it plays nice, A Ws; but the 63 demo 
forgiving; so much that it’s almost and it has plenty of unlockables, ‘cased all my doubts. 
Quality cut-scenes, and a decent GEORGE SINFIELD 


multiplayer mode. still frustra Not having any exposure 
toit ase japanese р 


0/9 ир tions lie around every corner, e han 
па MAT E Pisa te 


Beat Agents. t haven't 
laughed as much since 
piking up the fint 
WarioWare м 


STEVE THOMASON 
‘can’t believe nene of 


these other blasphemers 
\ even mentioned 

Castlevania: Portait of 
b 


Ruin. The playable demo 
эз was fantasti, 


PETE MICHAUD 
Final fantasy m was my 


DS highlight she frst 
А 3-0 FF tite in the main 
1 Seres to grace a 
Nintendo platform, and I 
an'tflippin wai. 


Win big or gettowed in THQ's Cars. 


B4 oos rou 


TP pee POINT BLA 


HIT! 


POINT BLANK DS 


PLATFORM: NINTENDO DS 
pususnee: Namco BANDA 
DEVELOPER: Namco BANDAI 
1588: EVERYONE то» 


Namco's Point Blank series (which 
originated in the arcade, then migrat- 
'edto the PlayStation before making 
its os debut) takes a WarioWare- 
esque approach to ihe shooting 
genre. It offers a wacky smorgasbord 
of rapid-fire challenges-from blast 
ing cardboard ninjas to shearing 
sheep-that have typically made for a 
pretty good time. Unfortunately, 
something's been lost in the transla 
tion from light gun to stylus. 
Everythings technically sound: The 
DS version offers more than 40 
‘minigames (most of them taken from 
previous installments); the graphics, 
though simplistic, are colorful and 
charming: and the stylus control is 
sufficiently accurate. That you don't 
have to aim, per se, might lead you to 
believe that the game is too easy, but 
that's not the problem (the advanced 
difficulty levels are, in fact, quite 
challenging). It's that light-gun games 
are never fun when played with a 
controller... or with a stylus, asit 
turns out. Point Blank is supposed to 
bea virtual shooting gallery, and 
without a gun in your hand, you're 
missing that tactile feeling that’s so 
crucial to the experience. Tapping 
things with the stylus just isnt the 
same as pulling the trigger. The game 
does offer a wealth of play modes, 
including single-card download play 
апд a Brain Massage mode that ana 
\угез your performance in some truly 
bizarre ways (such as presenting your 
score in terms of "sockwashing 
authority’). It's quirky, ікае and 


BREAKEM ALL 


short bursts, but Point 


8 AVAST, YE GBA! 


BREAK'EM ALL PIRATES OF THE 
[umero] CARIBBEAN: 
aot: Nrimo DS DEAD MAN'S 
PUBLISHER: D3PA 

сопот: Maras CHEST 

Без: бетон студ 


PLATFORM: GAME BOY ADVANCE 
PUBLISHER: BUENA VISTA GAMES 


From time to time | buy games just 


because they're fun little diversions. Orva oret: АМАТ: — 
1 love the Zeldas and Final Fantasys, ESRB: EVERYONE 10+ 

but they require a larger time com: 

mitment. “Fun ittie diversion” is Given the popularity of the 
‘exactly the term for this gem of a recent Castievania handheld 
budget title. In its graphics and titles, its surprising that more 
‘gameplay, Break'em All borrows developers don't incorporate the 
heavily from Arkanoid, Breakout, best elements of that series into 
and Alleyway-- you control a horizon: their own games. Fortunately, the 
tally sliding paddle (via the stylus or folks behind Pirates of the 

Land R Buttons) at the bottom of the Caribbean are paying attention. In 
screen while trying your best to keep front ofa lush backdrop of beach- 
the bouncing ball from going oft- es, jungles, and caves, Captain 
screen while you clear screens upon Jack must use a combination of 
screens of breakaway bricks. The histrusty sword, crude grenades, 
ability to select your own power-ups throwing daggers, and other 

puts a nice spinon this style of weapons to slice up a solid variety 
game, and at the end of every few of enemies, As you explore the 
levels (n Quest mode) you square off islands, the monsters get 


with a unique boss. If you're looking, 
for varlety, there's Tokoton mode, 
Which boasts a whopping 3,000,000 
different screens that appear at ran 
dom—praviding a different experi 
ence every time you play. Breakem 
All hasa reasonably deep multiplay: 
er mode, and fans of single-card 
multiplayer will rejoice in the fact 
that all of the games are playable 
with only one game card. As for its. 
single player component, Breakem 
All has you competing against high 
scores, which gives the title an 
arcade fee! that may not appeal to 
everyone. —PETE M. 


tougher and tougher. and stores 
situated at each island's docks will 
sell you stronger weapons and 
sturdier armor. Sailing between 
the islands can ako be a lat of 
fun-you have to keep one eye on 
the wind direction while watching 
out for British naval ships and 
brigands looking to send you to 
the briny depths. You can upgrade 
your ship (as you can your charac- 
ter)-purchase hulls, cannons, and 
Sails to help you make it from one 
port to the next. The game seems 
to dragon at times (especially the 
low-payoff side quests), and sev- 
eral aspects never come into play 
fully such as recruiting first mates 
and maintaining the morale of 
your shipmates. Regardless, it's 
Tice to see that game makers 
haven't stuffed the GBA into Davy 
Jones's locker just yet, and that 
some developers still know that a 
big-name franchise isn't an excuse 
to make а half-baked game. 
cs 5. 
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cus run 


racer in THQS fleet of three Cars 


games for Nintendo systems) really U 4 
тшшш" NOTHIN’ BUT ‘NET 


PLATFORM: NiNTENDO 05 move atan impressive rate, but 


ғивизнее: THQ when it wipes out it selfcorrects, Cross System and BeastOut can 
ря minimizing the time that you spend MEGAMAN even be combined to provide 
boi cw pointingin the wrong direction. The BATTLE maximum power. Though this 
When a game based on a movie camera follows your vehicle closely might sound like gibberish to 
about racingcarscomes.cut, you'd (presumably to help communicate NETWORK 6: the uninitiated, the result is 
expect itto be a racing game, ight? that sense of speed and to give you a CYBEAST ‘more combat options, more 
well, Cars for DS is something else, good view of star car Lightning GREGAR & strength for Mega Man, and 
Though itincludes racing elements, McQueen), but as a result youhave CYBEAST less frustration when you prop- 
it’s morea collection of minigames only three to four carlengths of visi erly take advantage of the new 
thana racer. Cars includes 12stylus- bility, which doesn't give you enough FALZAR battle techniques. As usual, the 
oriented activities (each focusing on a ume to line up for boost pads. two versions of the game 
character from the movie), as well as Though arrows do pop up to warn PLTTORN: Game Boy ADVANCE (Cybeast Gregar and Cybeast 
‘our racing levels, unfortunately, you of upcoming turns, a main- PUSUSHEE: CAPCOM Falzar) offer distinct weapons 
many of the minigames don't work Screen map or a pulled-back view огупорее Carcom and abilities. 
well, andthe difficulty levels are way (like that of Orbital's Racing Gears ои ERO Although MMBN6 doesn't fix 
out of whack. In contrast, he racing ^ — Advance) would have helped ensure the problems that have 
levels are devoid of any challenge. But that you don't need the reflexes of Another year, another Mega plagued the series since the 
Carsalso has good qualities, including an actual race-car driver to keep Man Battle Network. beginning-dull level design 
great graphics and clever use ofthe from hitting the wall after every Everything that fans of the and way too many pointless 
touch screen, And it has is fun turn. More successful than the series are familiar with remains — random battles-the varied 
moments-my favorites are Ramones game's 11 winding-road races are fully intact in the latest chapter — challenges throughout the 
Idraulic jumping minigame and four speedway events on ovals. of the saga of Lan Hikari and game's dungeons emphasize 
Guido's tire-stacking minigame, Cars During the speedway events, the his virtual buddy Mega Man: fun over tedium. Scenes in 
for DS is unique-it doesn't resemble turns are much more predictable strategic yet action-packed which you drive a train or enter 
its GON or GBA counterparts inthe and uniform than on the other battles, tons of Battle Chip button sequences to slice virtu- 
slightest. Fans of the movie will tracks, and you can earn boost speed weapons to acquire, a light- al veggies are way more enjoy- 
appreciate the distinction, ат! ап of iy drifting behind your aba play hearted story filed with cyber- able than the well-intentioned 
minigame collections suchas mechanic that allows you to develop netic intrigue, and vast cus- but freakishly difficult strategy 
WarioWare: Touched! may get a Kick racing strategy as you close inon tomization features. As always, battles in the previous MMBN 
out of the game's quirkiness. Your goal. Unlockables include 16 though, Capcom has made installment; the pacing and dif- 
-ANDY М. stills from the film and a cast of con- plenty of tweaks to the solid ficulty in NMBN6 are spot-on, 
trollable supporting cars. After you formula. Lan’s relocation toa ^ — Theonlythingmissing is the 
— anther ola trophy ina roadrace. пем city provides some inter- ^ extremely handy map feature 
CARS you can return to the same track for esting new story elements and from the DS version of Mega 
U a coin-collecting challenge that а пісе change of scenery, while Мап Battle Network 5. Why 
Evo NR would bea good bonus if it weren't the new Cross System (ап Capcom didn't just continue 
eS THQ so frustrating. If you zip past any of improved version of thechar- this serieson DS, Ihaven'ta 
муно: Heuxe the 12 coins (which you are likely to acter-merging Soul Unison clue. Despite there being some 
tsen: EVERYONE do), you'll be unable to turn around from previous games inthe room for improvement, 1 have 
Tora second pass dueto the self-C series) and the ability to no problem calling Mega Man 
Capturimgasenseofspeedisof rection mentioned earlier, Cars isa BeastOut with the awesome Battle Network 6 the series" 
course, a big plusfor a racing game. decent racer, but ultimately itis too might ofa Cybeast substantial- best entry yet. Gu l. 
and the GBA adaptation ol Disney fast and too rigid for its own good. ly beef up the gameplay; the 


and Pixar's Cars (the only full-time —Gtonct S. 
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HI HI PUFFY 
AMIYUMI: THE 
GENIE & THE AMP 


PLATFORM: Нименоо DS 
PUBLISHER: ОЗРА 
опор: D3PA 

ste: EVERYONE 10+ 


Okay, г! admit that 1 havea huge 
crush on Yumi, and | have since 
before the pop duo launched a 
Cartoon Network hit show. 

п cupid's 
атон са disdain for 
the os side-scrolling brawler that 
bears the name of the object of my 


reconcile пт 


affection. Your mission is to hop 
around through time, finding musi 
cal instruments that contain magic 
that will help you write your next 
rock masterpiece. You must strum 
the strings of your guitar on the 
touch screen to beat through the 

waves of monsters that prevent you 
from al. The action 


is repetitive and nasty-you're sup- 


pos ull off combos by plucking 
the strings in a particular order, but 


the ene 
st 
ing your big-damage riffs. The game 
Iso suffers from a bias toward 
you can use the four 
uttons to wield your guitar 


's gang. 


on you con 


tly, preventing you from finish 


but it's not as intuiti 
touch-control scheme. The levels 
are unbearably long, and if you die 


or fun asthe 


you have to goall the way back to 
the beginning: for bet 
you'll rarely encounter any m 
sters the next time through. It's dif 
gauge the quality of the 

phics~do the graphics 


ficult to 


look mediocre because they re going 
for a simpler, cartoonlike feel; or 
does the game just not look good 


due toa lack of effort or develop- 
ment time? it's hard to say. Two 

strong positive notes are the high 
quality rockin pop that the duo is. 
best known for, and plenty of photos 
of my girl Yumi. Other than that, 
there isn’t much to see.—Cwmis S. 


ALSO THIS MONTH 


Elephant king and children’s-book 
character Babar steps into action 
when his sons float away in a hot 
balloon in The actory's 
Babar to the Rescue (GBA). Eight 
platforming levels have the hero 


across gaps, swinging from 


vine to vine, and treading through 
snow as he catches up with the way: 
ward princes. A simple tutorial 
eases first-time players into the 
game... Also from The Game 
Factory, Miss Spider's Harvest 
Time Hop and Fly (0S) transports 
young gamers to Sunny Patch for 2 
D play in a 3-0 world. Miss Spider's 
children Dragon, Bounce, Squirt. 
Wiggle, and Shimmer float through 
2A levels, collecting food and avoid 
pubie... Sudoku Mania (05), 
from UFO Interactive, offers tradi 
tional, randomly generated Sudoku 
puzzles, aswell as Sudoku variations 
that replace numbers with graphic 
symbols. А two-player versus m 
and adjustable skill levels add 
depth... . you haven't caught up 
with the handheld adventures of the 
heroesin a hallshell Konami s 
Teenage Mutant Ninja Turtles. 
Double Pack (GBA) s your chance. 
The original TMNT GBA title spot 
lights each ofthe turtles in a variety 
of activities including motorcyc 
riding. The follow-up, Battle Ne 
offers more than 40 fi 
over five cartoon worlds 


SUNKEN TREASURE 


PIRATES OF THE 
CARIBBEAN: 
DEAD MAN'S 
CHEST 
[unc 60] 


PLATFORM: NINTENDO DS 
PUtLISHER: Buena Vista Games 
онон: AMAZE 

Esen: Тин 


The pieces are all there for a 
solid swashbuckling adventure in 
the DS version of Dead Maris 
Chest. It has a fastrame-rate 3-0 
engine with a serviceable camera 
scheme, three playable charac- 
ters (the principles from the new 
Pirates of the Caribbean film), a. 
two player co-op option, and a 
treasure trove of unlockables. 
The whole, however, is less than 
the sum ofits parts. Taking you 
through the movie story, the 
game focuses on one character's 
plight at a time, filling the space 
between plot points with fight 
after fight after tediously drawn- 
ош fight. To move from one area 
to me next, you are forced to 
defeatall scalawags, 
skeletons, natives, 
and other roaming 
ruffians within reach. 
And that's the adven- 
ture. Levels are linear 
(with light barrier- 
removing puzzles) and 
boss battles are similar 
to standard battles, 
only the enemies are 
slightly larger and they 


come with a health meter. There's 
nothing wrong with fighting a 
long line of baddies. Is just not 
very engaging after you've done 
itforseveral hours without a 
break for plundering, sailing, or 
other piratey activities. There's 
just по "arrggh!" there. 

Each characteris equipped 
with an entertaining signature 
attack, up to nine advanced com- 
bos (doled out as the game pro- 
presses), and expendable 
weapons that range from blades 
to pirate-era firearms. The battle 
locations, which include Prison 
island, Port Royal, and Isla de 
Pelegostos, are lush, but the inte 
nor are much too dark. The 
onscreen dialogue is worthy of (if 
not lifted from) the movie, yet 
words on the screen don't have 
the same punch as spoken dia 
logue delivered with Johnny 
Depp's Keith Richards-inspired 
slur would have. Three simple 
touch-controlied minigames add 
variety, but not enough to give a 
shine to this lackluster effort, 

— GEORGES. 
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>MARIO SUPERSTAR 


Although the DS lineup has 
been seriously impressive in 
the past year, it's not exactly 
‘overflowing with quality RPGS. 
As а result, | was pretty excited. 
to get my hands on LostMagic. 
‘Sadly, though the game is 
packed with great ideas, it 
doesn't execute on them as 
ме! as it should. if you're 
jonesing for an RPG fix, give it 
a try. But let's hope another 
game can take those ideas and 
do a better job of realizing 
their potential. Stu T. 


»X-MEN: THE OFFICIAL 


Tm a fanof baseballs intricacies, 
зо! was really looking forward 10 
allo thenuancesthat MLB 2K6 
‘was supposed to offer. guess | 
was setting myself up or a major- 
league letdown. I cant think of 
‘one positive experience 1 had. 
while playing this game-it looks 
We mudand plays stiffer than a 
SNES baseball game. Shame on 
2K Sports for taking advaniage of 
their exclusive MLB licenseand 
producing this disappointment. 
ess 
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EVENTS 


California Dreamin’ 


NP showed the 2005 Power Awards Sweepstakes winner a а 
good time at E3; somehow both parties lived to tell the story. Wii 


For every industry insider that at the show, the second day went more 
haughtily claims every year that ЕЗ5 smoothly. Paul and Ashley were able 
too loud, too crowded, and overhyped, to breeze by the games they'd ah 
there are about azillion gamers who een and focus on the stuff they 
would happily take his place. And for most eager to play, including some of 
one gamer couple, that dream trip the big third-party titles, “Superman 
became a reality. NP subscriber Paul 


ange ne was the lucky grand-prize 


winner of our big E3 trip sweepstakes 
{rom vol 201, so along with his gir 


епо, Ashley, 


ance td Splinter cell Double agent, but didn’t 
renzied halls of the get a chance to actually play it because ШӘ) 


convention in the Чу people from Ubisoft were demo 


world. Paul says, "Getting to go to E3 ing it.” They also retumed to the Wii 


2006 was an amazing opçortunityfor doo onthe second time 


us. Anyone who gets to go more than they got more than they bargained fo 


once in a lifetime is lucky, even If itis Nintendo's Rick McManus one of the 
rains behind the Big N's show pres 


for work 
Paul and Ashley spent most of the 


first day just walking the show flo 


the game plan was to check out th 
hole show, then return later to the iltraexclusive VIP gaming 
d to see more of area, the section usually 
just to walk through allthe limited to celebrities and 


booths took nearly the entire day; with top executives, 


two huge convention hallsandpacked май. d Achley 


crowds everywhere they went, t was no It was the trip of a lifetime 
easytaskto see everything “Perhaps They want to share ore 
the only thing we didnt really like, Important message: NP read: 


although we expected it, were the huge ers "Don't t fil out 


crowds. The plane. ЕЗ, Los Angeles: those player's рой; you neve 
they were all tull of people everywhere 
and all the time.” Paul noted. 


They at least got into Nintendo's Y 


en you'll win!" 


rea lor so 
AS VIP guests of Nintendo Power, they 
were able to skip the brutally long 
new system (although 
cial gaming area, th 


mes to see t 


oncein the s 
wait to play hot games like Zelda and 
Mario was still a test of patience). Paul 
thinks any wait would ve been worth 
i, though: "The Nintendo booth was 
by far our favorite. We have been 
excited about The Legend of Zelda: 
Twilight Princess since it was. 
announced, and we got our chance to 


play the demo! Ashley realy got int 
Super Mario Galaxy and its crazy ratat 
ing worlds 

With a better idea of what 


NON's Rick McManus shows Paul around Nintendo's VIP 
Paul and Ashley duel it out in wii Sports tennis game. gaming area. 


pect 
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MUSIC 


Operatic Obsession WEBSITES 
s. СЕР Power 


It doesn't take much investigating tO 
onclude that the rank and file of video 


inner andt  showiscaptivating- 


Operaat can es 
We'd heard 
the spectade in per 

is almost completely 


the unique ta 
audience 


singer, Jonathan M 


they're talk 
t. —CHRIS S. 


TATTOOS 


Link Ink 


NP reader Christian shows off his tat 


аА 
COSPLAY 3 
H tic writing from The Wind Waker 
Face Time = 


Paul and Ashley weren't the only 
pertans to make it int 


) 


Chistian insists that getting a tattoo 
оп his head didn’t hurt a bit. 


[ 


Liz had the opportunity to tell Mr. Miyamoto how much 
she’s looking forward to Twilight Princess 


ven 3006 


ONLINE 


The Big Man 


Mario's gone through quite a few changes during 
his illustrious career. Having evolved from sparse 
pixels to seamless polygons, he remains one of the 
most-recognizable characters in video game histo- 
ry. This month, we dared you to capture Mario's 
long career in one image—and you 
knew how to step up to the 
daunting challenge. 


ARTIST: SUBJECT: 
WARM STORM OLD SCHOOL VS. NEW 
SCHOOL MARIO 


ARTIST: 
THETRUELEGEND 


SUBJECT: 
OLD SCHOOL VS. 
DE NEW SCHOOL mario 


Looking to submit art for the first time, and not sure what to do? 
Visit forums.nintendo.com for details. Be sure to read the rules 
before you post your masterpieces, 


NSider Reviews 


This reviewis a bit longer than most of the ones we run, 
but we were really impressed by its composition. Future 
reviewers: note how Goron of Light focuses his review on 
his opinions, not just on recapping the facts. 


Metroid Prime Hunters 
reviewed by 
GORON OF LIGHT 


When Metroid Prime Hunters was 
announced, many Metroid fans were 
concerned about how sharp a turn this 
game would take from the norm. Their fears. 
weren't unfounded--focusing mainly on its multiplayer 

aspects, the game is not as much of a Metroid-esque single-player 
thrill as a traditional Metroid title should be. However, the multi- 
player and Wi-Fi play make MPH a decent experience. 

The first barricade that players will have to break through is the 
untraditional, almost overly innovative control style. The stylus- 
based method of moving, aiming, and using weapons is unintuitive 
at first, but when one breaks out of the mold of traditional control 
style and lets the DS controls speak for themselves, the gameplay 
reveals itself to be much more conveniently rewarding. 

The single-player mode is much shorter and more linear than 
classic Metroid titles, Brief outings are limited to small planets, 
where the goal is usually just to get from one end to the other, 
gathering artifacts that grant passage to the subsequent boss bat 
tle and timed escape sequence. A detailed log book, however, 
brings some life to the game in the way that Metroid should. 

As the game's main attraction, the multiplayer mode is very well 
thought out. The Wi-Fi play adds up to an endless amount of hard: 
core shooting action, with just enough signature Metroid features 
(Such as the Morph Ball, and other alternate forms) to make it feel 
fresh. In the end, Metroid Prime Hunters isn't all that it could be, 
but fora game designed to let the galaxy's best hunters face each 
other in the ultimate battle, i's a satisfyingly thrilling experience. 


Let your voice be heard! 

If you'd like to submit a review for МР, fist become an Набег at Nintendo.com, Then 
head to the Reviews ferum and submit your game critique Reviews are selected 
based on overall writing quality objectivity, and game knowledge. 


GOT THAT SPECIAL SOMETHING THAT BELONGS IN THE COMMUNITY 
SECTION? DROP US A LINE AT COMMUNITY@NINTENDOPOWER.COM. 


Custom-Made Avatars By Jimmy Catechi 


99-8 


press start 


layable demos, game 

trailors, new multiplayer 

maps—Microsoff's Xbox Live 
Marketplace has quickly become the 
ultimate hot spot for Xbox 360 gam- 
ers. So obviously EA wants a piece, 
amd, starting this fall, I'I be using its 
long-standing sports titles to bring in 
the bucks. We recently spoke to Chip 
Lange, the company's vice president 
of online commerce, who explained 
what EA will offer and, unfortunately, 
why you'll be spending extra cash for 
content that used to be part of the 
original package. 


EGM: So we hear you will 
begin charging for common 
stuff like extra uniforms and 
stadiums. This true? 

CL: There will be a mix of content t 
out there right now—demos and such— 
that you'll be getting for tree. And there 
veil be content that we think is premium 
thal well be charging for 


EGM: OK, so what do you say 
to the loyal Madden player 
who's been buying the game 
for 17 years and is used to 
getting this “extra content” 
for free? Remember, he's 
already paying an additional 
$10 for the 360 version. 

CL: First thing I'm going to say to them 

is, "thanks." [Laughs The next thing 
га probably say is, "We've heard you. 
Something that all of our customers have 
been asking 


x is a variety of premium 


44+ ELECTRONIC сама; MONTHLY + 


the game...you may pay extra for it 


content with our sports games. And 
content's going to take multiple 
And then there's some of the stuff coming. 
further down the pipe this fall, like ter 
ent game modes—every game’s going 

to have a different selection of stuff. And 
"hey re premium products, and they ve. 
got a price as 
think that's become standard on the 360. 


jorms, 


ociated with them, and | 


EGM: Charging for new 
modes makes a lot of sense, 
but a new uniform, for 
instance, doesn't really alter 
the gameplay... 
GL: Well, that's а matter of opinion. play 
a bunch of these games, and Nood for 
Speed would be a great example. That 
game is built on customizing the look 
of your cars, and part of that Is custom 
izing the way that your transmission and 
your tires work. But a lot of these games 
lar 


is customizing to your own parti 


preterence. 


EGM: We think it's kind of 
ridiculous that we have to 
pay more money now for 
something we've been getting 
for free for so many years. 

£L: | think what you're doing is keying in 
оп one small aspect of the entire lineup 


1 content 


EGM: OK, so will you be 
offering all the extra content 
as a package, rather than 
charging individually for each 
little thing? 


vibe 


78 Next year: 200 points for an extra-large cup. 


CL: The content's going to vary by sports 
title, The development teams have been 
cranking on this for a month now, to 
figure out how mas 
content and what we think would be the 
yolest stuff that they could get to. Now 
we've got a team working on next year's 
Madden, and we've got a secondary team 
that’s also sitting there cranking on all 

s of new content to keep Madden 
current and fun, So that's more content 
for Madde 
the reaction we've gotten is, "Tha 


different types ot 


fans, and it you're a diehard, 


great 


EGM: When next year's game 
comes out, will people have 
to buy things like jerseys and 
Stadiums all over again? 

GL: A bt of the details aren't fully firmed 
up yot The reality is that it's a now thing 
for a lot of people, and we're leading the 
harge on new content for sports. So, 
what it means for Madden NFL 08? We've 
certainly talked about if and thought 

it it, but we're not sure at this point 


EGM: Can we expect EA to 
support the PlayStation 3's 
and the Wii's online services, 
too? 

CL: If here's a system that supports it. 

\ think what you're hearing is that EA 
Sports believes in continuing to support 
‘our products beyond the launch, with ай 
kinds of cool incremental content. And 
we'll make sure that content's m. 
available wherever there's an appropriate 
system to deliver it to cur customers. 8 


" 


Hear itt 


DON'T EXPECT ANY SHORTAGES FOR THE WII—NINTENDO ANNOUNCED IT'S STILL SET TO SHIP 6 MILLION SYSTEMS BY MARCH 2007 


Fear Factor and Other 
Fun Diversions 


For AC fans sauntering into the lazy, hazy days of 
summer, we've concocted some raucous recre- 
ation to keep things interesting by turning your 
town into an extreme playground. All you'll 
need is some elbow grease and a go-getter 
attitude to do these landscape makeovers— 
plus a few ground patterns that will set the 
stage for cutthroat competition! —STEVEN б. 


Dirty Tricks and Traps, Tics and Tacs 


in our book, there's no such thing as too many рій 
ally when buildin 


y-trapped race course. To set up such a hazard 


p Жас hat serve asrac s and a finishline, then 
nals along the way to bob and weave at breakneck speed. For extra 
plant dandelions on the course; th p cottony tufts in the wake of the race. The town 
host should wait at the finish line to announce the winner-and mock all of the loser: 


Another sadistic game is the Mostly Fake 
‘one prize, then cover the area with pitfalls a 


f Not so evi Set up a fruity tic- 
item patterns. Invite buds over, watch them dig, and go nuts! 


tac-toe board with pattems. 


DIGGING UP THE FAKE-OUT PATTERN 

You сап mess with visitors’ minds by deco 

pattern that looks like the mark that signals one of three things: fossils, 

ed treasure, or a planted pitfall. You might get one s 

А the walrus if you give him fish from the ocean; 
sate your own X that marks the 

sating a mental minefield 


your landscape with a 


spot. Oh, the fun you'll have 


ONE OF THE 
TOP FIVE 


GAME-DEGREE 
PROGRAMS 
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15 YEARS, 16 BITS 


Celebrating an incredible decade 
anda half of the Super Nintendo 
Entertainment System 
The SNES gave new meaning 
to the phrase “sweet sixteen. 


RELEASE Date: AUGUST 1991 
ON-SCREEN COLORS: 256 OUT OF 32,768 
Processor SPEED: 2.68 MHz. 
Чомай oF GAMES: 717 


For the gamers who experienced 
it'shard to believe how much 
Nintendo 
inNorth 
America, but rs rue-this August 
marks 15 years since the release of the 
The 16-bit wars were already raging 
between the Sega Genesis and NECS 
abe lc (with Sega decis 
leaning NEC's clock), but when the 


Super NES entered the fray, it elevated 


` AXELAY 


Окуну: Konami 
PUBLISHER: KONAMI 

RELEASE DATE: SEPTEMBER 1992 
5wors (шею: 770,234 


For my money, there's simply no bet- 
ter shooter than Axelay on the Super 
NES. By alternating between traditional 
sideview stages and faux3-0 behind 
ıhe-ship levels, Konami man: 

afta game that took fulladvan. 
lage of the SNES’ granhic capabil 
ties and offered just the right 
ariety. Theabilty to 
hoose your weapons before 


each stage added a perfe 


strategy. 


Remember 
with two controllers? 


the battle for vi 


a whole new level Boasting more col 


me supremacy io 


ors, better resolution, the ability to put 
more sprites on the screen, fancy new 
effects like background scalingand 

rotation (also known as Mode 7), à 

more advanced controller, and- most 
importantly-launch gam 
Mario World, Pilotwings, Sim City, and 
F-Zero, the SNES was a force tobe reck 
опей with. Although the system had to 


like Super 


contend with two years’ worth of 


еп game systems actually c 


installed Genesis owner 
the SNES established itself 

s the premiere system of 

of fantas: 
tic original games (like Star Foy), new 
thaptersol nta il for 
example), and ports of the day's hottest 
arca 


the é-bit era througha fic 
komiese limelight, the NP staff decided to cele 
brate the system's anniversary by 
itles (such as Street Fighter I). selecting their personal picks for great 
ye been underrated or 
overlooked. Read on to unearth the 
16-bit enthusiast. 


ce the biggest names of the 
SNES's reign -the Mark 


the Metroids, the Final Fantasys-have 


games that h 
ireasures that ne 


already received plenty of timein the should be without. 


and le dt era bosses don't get 
any more menacing-or impres 
sive, If you beat 

onsecutive times (onc 
ifficultysetting) a n 
appeared ti 
2. Стоп, Konami 
waiting! Chis Н. 


t promised an 
we're still 


SECRET OF EVERMORE 


DEvit opti: SQUARE 
ишме SQUARE first io use ca 
RELEASE DATE: OCTOBER 1995 graphics (for its b 
CORNOALL JORIS: 143 ıt spin on a serious genr 
Square's Super NES RPGS (the Final 
Fantasy title 


puter-developed 
s battles), put a 
идат 
make anyone cry, but I hope that it 
made more than a few people hold 


rone S. 


Chrono Wiggs 
nding: 
s ofthe highest 


of Mana) were heart theirside 
heavy e 


order. That opera scene in 


ishing, 


FFI still gives me chills, For 
Secret of Evermore, Square's 
only stateside-developed title 
of the Super NES era, the 
develo which 
was the writer) went for the 
funny. and | believe that our 

story about a tie trade 
boy and his dog hit the mark 
more often than 


ment tea 


ot, The 


game, which was one of the 


EDITORIAL 


Do me a 
tum to pg. 96 and 


War cover story 

When you're 

finished, turn io 6 

09. 156 to see 

what we have lined up for next issue. 
Why an the Xbox 360 love? Well, 

жете genuinely excited about what 

we've played so far of Gears of War 

(regular readers know we'll offer 

our honest opinions, good or bad, on 

prerelease games if we get our hands. 

оп them), And Halo 3. wel, It's Halo 


CONTROL — —-— 
ISSU ES games on our covers this year (Halo 3 


will be No. 4), lemme explain. 


Joysticks are for babies. First off, with our shift to more next- 
| See how games for the gen reporting the Xbox 360 is obvioushy 
| " ahead of the curve compared to the Wi 
|  PS3and Wii use motion- and the PS3, which arent out yet. Tus, 

sensing controls more 360 coverage is to be expected 

for this year. But the bigger thing is, 
E MotorStorm (PS3) Microsoft is just plain better at getting 


"he word out about their products. 
Nintendo's notoriously secretive 
because its mothership back in Japan 
doesn't want anyone to know anything. 
(in recent years, however, the company 
has thawed some—see our Wii cover 
story euer this summer) And if 
Nintendo's an evasive ninja that we 
tan never pin down, Sony's the hotshot 
Yakuza crime lord who doesn't really 
[P 
Oh, he'll throw us а bone here and 
there, but in general, he has better 
things to do, tke not putting out good 
games on the PSP or something, 
Regardless, Electronic Gaming. 
‘Monthly will continue to strive for equal. 
coverage across the board. Nintendo 


REVIEW CREW 


Xbox 360. PsP and Sony might nat change atttudes, 
118 Test Dive Unlimited 133 Bounty Hounds but we'll keep pushing and pushing 
` ایا سای اا‎ them, And you can trust that when 
Spectral Souls х 
‘i . iLcones to criticism, reviews, and 
Dm 8 opinions, we'l be totally honest and 
120 Just Cause * 
122 Scarface: The World Is Yours os л. E unbiased, no matter who's playing or 
138 Pokémon Mystery Dungeon not playing ball with us. 
PlayStation 2 138 Scurge: Hive So, now that you've read our Nest 
124 Shin Mogan Тотев: Dow Summoner 139 Mario vs. Donkey Kong 2: Month page, you now aur other big 
124 The Fast and the Furious March of the Minis secret forthe next issue, right? Yup, 
125 God Hand 140 Magical Starsign we're changing our look and our logo 
126 Final Fantasy Xi 140 MochAssauit: Phantom War 
n prepara age oft 
132 Dance Dance Revoluton. 141 Touch Detective и рта хане ен 
= Ses alt the Halo 3 business—stay forthe Kek 
GameCube ws Wrap-up ass new EGM 
132 Baten Kaitos Origins 144 Reviews Archive — Dan "Shoe" Hsu, Editor-in-Chief 
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METAL WARRIORS peers 
love sprite 
Deverorer: LUCASARTS technology! 
Pususee: KONAMI 
Ruease DATE: APRIL 1995 war-torn Earth of 2102 bycomman 
Banass ROBOTS: 6 deering giant robots. The single-player 
‘Though it sounds like the name о campaign isarcade-styleto the core. 
and about as challenging as th 
actually a late-genes ne-hut it's the spit-screen multi 
that slipped well under the mainstream player mode that makes Metal Warrior: 
radar. The mectrhased shooter put you a cassie. Vole hookedbelare . NICE CURVES 
in the side-scrolling shoes of 5 know what hit yoo- Metal Warriors is Nearly a year before the SNES 
warrior batting for the survival ofthe pure old-school fun. ANDY M. was released in North Americ 
= debuted in Japan as the Super 
Famicom. Although the insides 
ILLUSION OF GAIA were nary een the 
Drvecores: lan / unt Japanese system featured a more 
PUBLISHER: NINTENOO вате were exquisite rounded design than the SNES. 


ожила ROS although more timelessly executed in Note the logo on the system's 
FABIO Look Aue: 1 


SUPER OVERSEAS 


thelaraiCls'sonefacesthaninthe EN pper-right corner. 
A perfect linear adventure-RPG, Gaia — Mode 7 world-map effects. Harking 

stood out among the 400 existing SNES back to Soul Blazer, the first game in 

games by combining progressive me sene. the hero used Psycho skills 

challenging puzzles and bosses, teleki- (oſat | wouldn't give to Psycho-Dach to 

netic powers, and entertaining workin the morning), And could you 

logue with voyages to such real-work tire of transforming demure hero 

wonders as Angkor Wat (charmingly Wil into beefy Fabio-wannabe 

misspelled in the game) for 60 hours of Freedari? —jessica J.S. 


OUT OF THIS WORLD 


DEVELOPER: DELPHINE SOFTWARE 
PUUSHER: WeTERPLAY in the fates of protagonist Le 
Revease DATE: NOVEMBER 1992 Knight Chaykin and his alien compa 
SEGA CO-Exausive SEQUELS: 1 ion, and the game's somber ending 
remains one of my favorites to this day 
Amazingly, Out of This World was 

ontially developed by a single por 
unique for its time, with a rich, moody son, Eric Chahi, who later went on to Inetead of two shades of purple 
the buttons, the super Famicom con. 
troller featured four colored but. 


tons (as reflected in the logo). 


atmosphere and cinematic flair that firect what was arguabi 
ow me into its world like no game PlayStation most underrated game, 
had betore. felt emotionally invested. wt of Darkness, Steve T. 


BATTLETOADS IN BATTLEMANIACS EPI 


бона: RARE 

bann ile 

RELEASE DATE JUNE 1993 he clutches of an evil genius. Yes, it's 

NUMBER OF MMES YOU GONNA осот уер bre what там the atlas 

in the SNES follow-up. eres 'orabie is the brutal diffi 

Rare-developed attetoadsforthe al mi Batemaniacsis nodifferent 

NES, you onceagaintookcomirolof W's hard Really hard. The combination 

giant, bipedal, pugilsticamphibians of tough side-scrolling brawler and Super Famicom саго 

named Rash and Pimple. They were on tricky platformer puts it in the unde. Н different configuration from 

aquestto rescue ther toad pal Z echelon ol dificult games, and hars SHES ones, so they OUT work 

adaughter ofa famous dentist from where lie t. —Ches S. in the North american system. 
Some games, ike Final Fantasy V 
and Mega Man 8 Bass, didn't 

Havea favorite classic game you'd like to make it to SNES. 

see revisited? 

Send us your requests-we'li conser Playback 
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Perkinston, Ms 
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